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SUMMARY IN JAPANESE 
インドネシアの若者の間で、日本のマンガの影響を受けた視覚的要素が出現した
現象に関する好奇心から、本論文では、その視覚的要素を模倣する際にマンガの
魅力的な視覚的要素の出現と彼らのその後の行動との関係を調査する。 自己効
力感と行動変化に関する社会認知理論に続いて、マンガに感じる魅力、同様の視
覚的要素を描写する際に感じる容易さ、自己効力感や結果予想の間の関係の理論
モデルを開発したものである。そのことは、その視覚的要素を模倣する際に前向
きな姿勢および行動意図に向かわせるだろう。その後、マンガ、非マンガおよび
自分の個人的好みの視覚的要素を模倣する際に被験者の感じた魅力、感じた容易
さおよび行動意図に関して、被験者の主観的評価を比較することにより、理論モ
デルの実行可能性を評価する予備実験を行った。その結果、マンガが非マンガと
比較し、知覚された魅力において優れていること、そして、知覚された魅力、知
覚された容易さおよび模倣行動につながるマンガでは、開発されたモデルの実行
可能性を支持する行動意図との間に有意な関係が存在することが示された。さら
に、その視覚的要素を模倣する際に、マンガが一貫した覚醒、絶えず強化する前
向きな姿勢および行動意図を生み出し、これらは、非マンガには欠けている特徴
であることも明らかにした。これらの結果は、前述の新たな現象の背景にある理
由に関して説明したものである。さらに、本論文では、被験者の主観的に感じる
魅力と特別な視覚文化への新たな興味、行動の背後にある理由を調査する行動意
図を誘発する方法を提案する。 
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ABSTRACT 
Derived from the curiosity relating the phenomenon on the emerging of Japanese 
manga’s influenced drawings among Indonesian youths, this thesis explores the 
relationship between attractive visuals appearance of manga and their subsequent 
behavior in imitating its visuals. Following the social cognitive theory on self-efficacy 
and behavior change, we developed a theoretical model of relationship between manga’s 
perceived attractiveness, perceived easiness in drawing similar visuals, self-efficacy and 
outcome expectancy, which would lead toward positive attitude and behavioral intention 
in imitating its visuals.  We then conducted exploratory experiments to assess the viability 
of the theoretical model by comparing participants’ subjective evaluation in term of their 
perceived attractiveness, perceived easiness and behavioral intention in imitating visuals 
of manga, non-manga and their own personal preferences. Results showed that manga 
excels in term of perceived attractiveness compare to non manga and there are significant 
relationships between perceived attractiveness, perceived easiness and behavioral 
intention aspects that support the viability of the developed model within manga that 
leads to the imitating behavior. We also found that manga produces consistent arousal, 
continually enforcing positive attitude and behavioral intention in imitating its visuals; a 
feature found lacking within non-manga. These results explain reasoning behind the 
aforementioned emerging phenomenon. Moreover, the thesis also proposes the method of 
eliciting participants’ subjective perceived attractiveness and behavioral intention to 
explore reasons behind emerging interests and behavior toward particular visual cultures. 
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CHAPTER 1 GENERAL INTRODUCTION 
1.1. Introduction 
Over the past twenty years since the first official introduction in Indonesia, 
Japanese manga has produced significant impact among young Indonesians.  With the 
introduction of Akira and Candy Candy in the year of 1990, manga soon reached its 
booming popularity by the end of 1990s (Ramadin & Ahmad, 2000) and is still 
continuing in the 2000s (Ahmad & Zpalanzani, 2009; Bae, 2007; Ramadin, Ahmad, 
Zpalanzani, & Wiratmo, 2003; Widowati, 2005a, 2005b).   This was soon followed by the 
emergence of young Indonesians who imitated the visuals commonly found in manga as 
their drawing style (Widowati, 2005b), making a sudden shift of from the influence of 
American and European comics which became the norm earlier (Ahmad, Zpalanzani, & 
Maulana, 2006, p. 97).   However, the influence from these comics did not produce the 
same phenomenon achieved by Japanese manga. 
The impacts of manga on various countries outside Japan have been generally 
acknowledged. For example, Thompson and Okura (2007) illustrated manga’s successful 
story in penetrating American’s comic markets by reaching a two-third of sales in graphic 
novels industry in the 2000s. Other studies focused on manga’s intercultural reception and 
acceptance that happened in France (Bouissou, 2006; Vanhee, 2006); Germany (Dolle-
weinkauff, 2006); or Malaysia, Thailand, Singapore and Indonesia (Ramadin et al., 2003). 
The influence was so enormous that Lent (1999) in his study on local comics of Hong 
Kong, South Korea and Taiwan emphasized that the presence of manga visuals’ 
influences had became a threat to the development of these countries’ local comics.  
The interest toward manga study mostly derived from the non-Japanese’s 
perception on manga’s distinctiveness compared to other comics, most notably toward 
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American and European comics (Ingulsrud & Allen, 2009; McCloud, 1999, 2006; 
Natsume, 2010; Odagiri, 2010; Schodt, 1986). Cohn (2007) described this distinctiveness 
as Japanese Visual Language. McCloud pointed out manga’s focus on readers’ active 
participation through distinctive paneling (1999) and visual storytelling techniques 
(2006). Ingulsrud and Allen (2009, p. 59) argued on four distinctive aspects of manga: (1) 
the particular kinds of graphics and the multiple scripts in Japanese; (2) the presentation 
manner and the economics of publication; (3) the complementary relationship with the 
other related media; and (4) its history.  Interestingly, while perceived as something 
different, manga’s impact and influence outside Japan was unstoppable. 
1.2. Impacts of Manga in Indonesia 
Based on observations from 1998 through 2005 (Ahmad & Zpalanzani, 2009; 
Ahmad et al., 2006; Ramadin & Ahmad, 2000; Ramadin et al., 2003), the impacts of 
manga toward Indonesian youths could be described as follow.  
1.2.1. Manga’s booming popularity and sales 
Indonesian readers were officially introduced to the genre of shounen (manga for 
boys) and shoujo (manga for girls) manga through the publication of titles such as Akira, 
Candy Candy, Doraemon, Dragon Ball, Pansy and Chinmi the Iron Fist (aka Kungfu Boy). 
With several modifications such as page mirroring and censorships to make manga more 
acceptable to Indonesian market, the sales of manga began to climb and reached a 
booming phenomenon in the year 2000 (Ramadin & Ahmad, 2000). While at the 
beginning manga was mostly aimed at children and teenagers, beginning in September 
2005 saw the introduction of manga for adults (seinen and josei) through the publication 
of Level Comics imprint (Ahmad et al., 2006, p. 33). This confirms the widening of 
manga’s market in Indonesia which begins to accommodate the mature readers who 
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continue reading manga when they grow up.  
1.2.2. The emerging of manga-inspired visuals.  
The booming in both popularity and sales was soon followed by the emergence of 
young Indonesians’ drawings with strong manga’s influences. Mostly observed within 
undergraduate students of Art and Design, the influence was also noticed among high 
schools students in Jakarta, through several character design competitions held in 2003 to 
2005. Growing steadily in numbers and coverage area (Ahmad & Zpalanzani, 2009), 
these young Indonesians did not only imitate the visuals of manga (Figure 1.1) which 
clearly showed the visual similarities (Sunyoto, 2002), but also embraced its unique style 
of emotional expressions into their drawings. Many online galleries and art community 
groups such as Deviant Art (http://www.deviantart.com/) showcased rich manga-inspired 
illustrations from Indonesian members.   
 
Figure 1.1 Indonesian’s illustrations which influenced by visuals of manga.  
Reprinted with permission of the authors. 
The seriousness in imitating visuals of manga had lead to the establishment of 
several manga courses to accommodate the increasing demand, such as Machiko Manga 
School (Caturini & Kartini, 2010).  While the majority of the students from such courses 
are children for expressing their hobbies, several alumni managed to break into 
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professional area and even establishing their own manga courses. 
The phenomenon also affected the professional area. For the last ten years, the 
publication of Indonesian local comics was dominated by works with strong influence of 
Japanese manga, as seen in the local comics from Elexmedia Komputindo, Megindo 
Tunggal Sejahtera and M&C Comics. Some young comic artists even published their 
comics in uncommon right to left reading format as seen in Splash magazine (2007) and 
Prambanana (2008). 
1.2.3. The establishment of female comic readers and artists. 
Another impact of manga in Indonesia was the establishment of a new generation 
of readers: female readers, which in turn were then encouraged in becoming female comic 
artists (Ahmad & Zpalanzani, 2009; Ahmad, Zpalanzani, & Maulana, 2005, pp. 63-64; 
Ahmad et al., 2006, p. 171).  These female artists then set a new genre in Indonesian local 
comics by introducing comics dedicated for girls, called ‘Serial Cantik’ or ‘Beautiful 
Series’. The genre, lead by Agnes Susanti (aka Anzu Hizawa), Shienny Megawati (aka 
Calista Takarai) and Lisa Yuwono (aka Shinju Arisa) became the best selling local 
comics in the 2000s (Arisubagijo, 2005). 
1.2.4. Controversies among Indonesian comic communities. 
Moreover, the emergence of visuals of manga as the dominant visual influence 
had sparked intense debate among Indonesian comic communities between the years 2003 
to 2005. The phenomenon had generated fears that it could endanger Indonesian visual 
identity in illustration and comic arts (Ahmad & Zpalanzani, 2009; Ahmad et al., 2006, p. 
80).  These manga-like visuals were judged as too Japanese, since they imitated most of 
manga’s visual expressions, setting and character designs. Thus for some comic observers, 
they were deemed as soulless and failed to represent any of Indonesian local values and 
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characteristics. Moreover, several local comic artists also adopted pen-names with quite 
similarity with Japanese names, such as Anzu Hizawa or Shinju Arisa, which brought 
further critics on the issues on national identity. 
Looking to the scale of impacts described above, it is interesting that one of the 
main cause is the medium of manga. Moreover, it could produce such impacts toward a 
community in which hold the perception that manga and comics in general are just merely 
medium of entertainment for pastime activities and comics are still widely associated with 
children-related media. These impacts showed how strong manga’s influences among 
Indonesian readers were. 
1.3. Manga Studies in Indonesia 
In Indonesia, the interest toward manga and its subsequent impacts has produced 
numerous academic studies and popular articles. Ramadin and Ahmad’s (2000) study on 
the booming popularity of manga in the years of 1990s concluded that manga had been 
presented in the perfect timing along with appropriate marketing strategy. Studies by 
Sunyoto (2002) and Alexander (2009) focused on analyzing visuals similarities among 
the works of Indonesian comic artists and Japanese original manga, further confirming 
their significant existence.  
The increasing influence of Japanese manga however was only explained as the 
after-effect result of reading manga. The most common explanation was that readers 
found the enjoyment in reading manga, then started drawing by imitating its visuals and 
finally got captivated (Caturini & Kartini, 2010; Widowati, 2005a, 2005b). They then 
decided to make manga as their main visual inspirations, without further explanation on 
the reasons why as it has been taken from granted.  Ahmad and Zpalanzani (2009) tried to 
seek explanation of this phenomenon by linking it to the tipping point phenomenon 
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(Gladwell, 2000), in which manga fulfilled several contributing factors that transformed it 
into an unstoppable force of cultural influence. These studies however, were mostly 
performed based on literature studies, visual observation and comparative visual analysis 
and put the focus on manga itself. Very few studies has explored on the readers who 
actually produced the phenomenon.  
Generally, the widely used theories on perception of comic and manga come from 
McCloud which based on the author’s own experience as comic artist and observer 
(McCloud, 2006, p. 215). Therefore study to investigate manga’s impacts on readers’ 
psychological and behavioral reactions are worth to perform.     
1.4. Initial Research Questions 
Three research questions are at the core of this study:  
Q1: What are the appealing aspects of visuals of manga?  
Q2: To what extend do visuals of manga affect Indonesian readers’ psychological and 
behavioral reactions? 
Q3: To what extend do manga’s perceived attractiveness and perceived easiness in 
drawing similar visuals affect Indonesian readers’ behavior in imitating its visuals? 
1.5. Research Objectives 
The research objectives are as follows: 
 To identify and define the appealing aspects of visuals of manga as perceived by 
Indonesian readers.  
 To identify and define how Indonesian readers’ would respond psychologically 
and behaviorally toward visuals of manga. 
 To elicit Indonesian readers’ subjective evaluation and experiences when 
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interacting with manga and to measure their perceived attractiveness, perceived 
easiness and behavioral intentions in imitating its visuals.  
 To propose methods in evaluating subjective perceived attractiveness and 
behavioral intention to explore the reasons behind emerging interests and behavior 
toward particular visual cultures. 
1.6. Research Approach and Methodology 
1.6.1. Stage one: Initial objectives and literature review 
The first stage of research was aimed to set initial objectives and scope of research 
through extensive literature reviews. After identifying the impacts of manga phenomenon 
in Indonesia, the study then focused on investigating reasoning behind the emerging of 
manga-inspired visuals among young Indonesians’ drawings. The literature review then 
was conducted to construct theoretical base which could help in explaining the 
phenomenon. First, we defined what visuals of manga are and proceeded to connect 
findings on  manga visual attractiveness (Cohn, 2007; Ingulsrud & Allen, 2009; 
McCloud, 1999, 2006; Natsume, 2010; Schodt, 1986), cartoon and sequential art (Cohn, 
2010, 2012; Eisner, 1995; McCloud, 1999, 2006; Yang, 2008) with human visual 
information processing (Bloom, 2010; Lang, Potter, & Bolls, 1999; Medley, 2010), 
narrative engagement and media immersion (Bartsch & Viehoff, 2010; Busselle & 
Bilandzic, 2009; Cohen, 2001; Jones, 2008; Konijn & Hoorn, 2005; Tal-Or & Cohen, 
2010) as the reasons behind manga’s successful acceptance and perceived attractiveness 
among its readers. Second, we then elaborated the relation between manga’s perceived 
attractiveness with social cognitive theory of behavior  change (Bandura, 2001) and self-
efficacy (Bandura, 1977, 1994). The literature review structure is explained in Figure 1.2.  
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Figure 1.2 Literature review structure. 
1.6.2. Stage two: Eliciting Indonesian readers’ perception on manga 
In this stage, we obtained empirical data on Indonesian manga readers’ general 
perception on manga and its subsequent impacts through online questionnaire. Using 127 
Indonesian subjects (partly was students and alumni from Bandung Institute of 
Technology/ITB), the questionnaire served as the method to evaluate the respondents’ 
interaction history with manga; their overall perception about manga’s visual and content; 
and whether manga influences them in shaping their drawing style and why. To obtain 
respondents’ own perspective, the questionnaire included several open-ended questions. 
1.6.3. Stage three: Developing theoretical model 
Stage three discussed the findings obtained from the first two stages in order to 
propose a model for the experiment on the next stage. An assumed model was adopted 
using previous studies on behavioral change (Bandura, 1989: social cognitive theory; 
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Bandura, 1977 and 1994: self-efficacy theory; Baker-Eleveth and Stone, 2008: 
expectancy theory) to explain the behavior in imitating visuals of manga. 
1.6.4. Stage four: Examining readers’ intention in imitating manga’s visuals. 
The focus on this stage was to investigate four hypotheses developed from 
research questions through experiment procedures with self-report questionnaires. This 
stage measured responses from participants’ (107 Indonesian art and design students) 
perception in interacting with manga, non-manga and their personal visual preferences. 
MANOVA and T-test analyses were adopted to identify the level of perceived 
attractiveness, perceived easiness and behavioral intention aspects between the three 
stimuli. Pearson’s product moment correlation and regression analyses were conducted to 
identify relation and strength of association between behavioral intention aspects of 
manga and non-manga. 
1.6.5. Stage five: Research conclusions 
The objective is to evaluate and draw the conclusions for the final thesis. 
The general structure of this research is shown in Figure 1.3. 
1.7. Potential Outcome of the Research 
Because the aim of this research is to investigate the effects of manga toward its 
readers through design psychological perspective, the potential outcome of the research 
proposes a new approach and methodology in manga and comic studies, especially in 
Indonesia. By eliciting the readers’ subjective evaluation and experiences, the outcome 
offers another perspective, providing more comprehensive understanding on the impacts 
of manga on its readers and their subsequent behavior. On a wider scope, we believe the 
methodology performed in this research could also be applied toward other visual media, 
as studies on media users become as important as studies on the media itself. 
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Moreover, understanding the reasons behind manga’s perceived attractiveness as 
the source of the phenomenon would generate positive feedbacks for Indonesian comic 
community in designing and developing its comic arts, making them more attractive and 
appealing toward Indonesian comic readers, therefore benefiting for both the local comic 
industry and designers/comic artists. 
 
Figure 1.3 Research structure.  
1.8. Organization of the Thesis 
Following the background of study and initial questions from the Introduction, 
chapter two to three would provide the context through literature studies. Chapter two: 
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Part one would define what manga visual style is through exploration on manga as visual 
language and the distinctive aspects of it. Part two explores issues on perception through 
visual media and would round up the role of manga in influencing its readers visually and 
produces the strong sense of emotional engagement. Chapter three explores on theories on 
behavior change by analyzing the context of the social cognitive theory, self-efficacy, the 
role of emotion and influences within the process of creation. Chapter four discusses the 
methods, results and discussion of the first study on Indonesian general perception on 
Japanese manga obtained through online questionnaire. Chapters five elaborates literature 
and study one’s findings then proposes a theoretical model to be employed on the 
experiment study in chapter six. Following this, chapter six explores the methods, 
participants, design and measurements and stimuli performed on the experiment of the 
second study. Chapter seven reports the second study’s results and discussions. Chapter 
eight concludes the study along with its limitations and future proposals.   
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CHAPTER 2 EXPERIENCING MANGA 
PART 1: Defining Manga Visual Style 
2.1. Manga as a Distinctive Visual Style  
Comic as sequential visual media mainly utilizes visuals to convey messages to 
the readers, therefore the language it used could be described as a form of ‘visual 
language’. Cohn (2007) argued that like sequential units of sound in speech or body 
motions in sign languages, sequential drawings ordered by a rule system called a 
grammar, literally comprise a visual language.  
Many forms of comic elaborate written language and visual language on its 
presentation format. It is common to find texts in the form of word balloons and 
onomatopoeia (words to describe sound) within comics bearing the language of its origin, 
adding a cultural aspect of visual language. This feature of comic’s visual language unites 
their readers and authors in common visual linguistic community, making unique cultural 
styles of drawing as different visual languages as it is in verbal and sign languages that 
differ throughout the world. Cohn also considered this visual linguistic community as 
‘visual speakers’. 
Cohn’s argument on visual language supported Schodt’s (1986) idea that manga is 
another language, replacing words with panels, producing a unique grammar. Addressing 
the certain meaning of the word of ‘manga’ in Japanese, Cohn (2007) proposed its two 
meanings for those outside Japan: (1) to designate Japanese comics as socio-cultural 
objects along with the industry; and (2) to address community surrounding them and as a 
name to the specific visual language itself. He further described the distinctive visual 
style commonly associated with manga as ‘standard Japanese visual language (JVL)’. 
McCloud (2006) simply mentioned it as ‘manga-style’ or ‘manga format’ while Ramadin, 
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Ahmad, Zpalanzani, and Wiratmo (2003) preferred the term of ‘Japanese visual style’ or 
‘manga visual style’. Odagiri (2010) summarized manga as a certain kind of style, certain 
way of drawing, further showing its specific way in communicating the story.  
Cohn (2007) further explored the term of JVL and proposed three aspects of it.  
The first is how characters in manga are drawn in a recognizable yet stereotypical pattern. 
The second aspect of JVL is the use of iconic representations in the form of graphic signs. 
The third is the visual grammar used by manga to communicate with its readers through 
its distinctive content of sequential images.  
The recognizable and stereotypical pattern in manga’s drawing creates distinctive 
visuals such as the characters’ big eyes, pointed chin and small mouth. This kind of visual 
pattern however still has its differences within different characters’ stereotype, but they 
still maintain a consistent and recognizable visual pattern (Figure 2.1).  Moreover, this 
recognizable pattern of visuals of manga could be considered as the standard dialect of 
JVL, with common model for drawing people shared by many visual speakers. Cohn 
further argued that the systematic and repetitive nature of this drawing style which is 
inspired by Osamu Tezuka creates these consistent visual appearances. 
 
Figure 2.1 Samples of the recognizable and stereotypical pattern of manga’s character  
(Ahmad et al., 2006). 
The role of Osamu Tezuka in shaping what is commonly describe as manga visual 
style was also acknowledged by McCloud (2006).  He suggested that while there was no 
intention of deliberately creating a national style, the works by Tezuka has inspired 
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manga artists since the late 1940s.  Since Tezuka himself encompasses such a diversity of 
styles and genres in his works, it does help in creating a varied yet maintained a consistent 
and recognizable pattern with strong association to manga.  While manga drawings 
nowadays do not resemble much of Tezuka’s drawings and has developed unconnected to 
any particular authors’ manner of drawing, the JVL is still identifiable (Cohn, 2007). 
McCloud referred this circumstance as the Madagascar Effect, in which the relative 
isolation drives manga to be distinctive (2006, p. 241).  
The JVL use of iconic representations in the form of graphic signs comes in two 
forms: (1) as highly conventional graphic emblems or (2) as non-conventional visual 
symbols or metaphors.  The manga’s iconicity makes it accessible and easily decodable to 
individuals across the globe, while its conventionality reflects that its patterns are shared 
by many visual speakers, thus creating a kind of ‘template’. The non-conventional visual 
symbols however require culturally specific understanding to depict the real meaning. 
Gigantic sweat drop to resemble embarrassment is sample of the representations of non-
conventional symbols within JVL.  
By treating manga as visual language, its real power comes from its sequence in 
which the combination of many are bigger that the sums of its parts. The same as verbal 
language, visual language also develops its own visual grammar. It is a system of how 
meaning is conveyed to the reader in the content of sequential images (Cohn, 2007). 
McCloud (1999, pp. 70-74) proposed that sequential meaning could be constructed from 
the linier relationships between panel in the form of six categories of panel transitions. He 
analyzed manga’s panel transitions and concluded that the transitions represent Japanese 
tradition of ‘being there over getting there’ (p. 81). 
Cohn criticized McCloud’s panel transitions analyses that it only covers the 
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surface structure while visual language grammar has deeper hierarchies and offered 
alternative methods. He first proposed to analyze panel sequences in their depiction of 
‘narrative phrases’ within a broader ‘arch’. For analyzing each panel, Cohn suggested to 
categorize panels into varying types based on how much information they contain. He 
concluded that JVL tends to focus attention on individual characters almost as often as it 
does to whole scenes. These findings support McCloud’s observations that manga draw 
out the representations of events instead of simply showing the actions in the setting 
outright (Cohn, 2007).  
2.2. Manga as a Distinctive Visual Storytelling  
All comics basically shared the same aim in putting readers inside the story. 
McCloud (1996, 1999) suggested that manga has developed different methods in 
achieving it by employing different strategies in both visual and storytelling techniques 
with ones that commonly found in the American and European comics. For example, the 
combination of very iconic characters with extremely detailed and realistic backgrounds 
in manga allows readers to identify with the characters while entering a believable world, 
which McCloud described as the ‘masking effects’ (1999, p. 43). Manga often put the 
readers directly inside the action, emphasizing the concept of ‘being there’. It also utilizes 
distinctive transitions that require readers’ imagination to assemble a single moment using 
scattered fragments, further pushing for readers’ active participation (1999, p. 79).  
He then proposed eight storytelling techniques that are uniquely manga (McCloud, 
2006, p. 216): iconic characters, wordless panels combined with aspect to aspect 
transition, genre maturity, small real world details, strong sense of place, subjective 
motion, variety of character design and emotionally expressive effects (Figure 2.2).   
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Figure 2.2 Visual storytelling techniques found in manga  
(Ahmad, 2011 based on McCloud, 2006). 
Iconic characters resemble simple, emotive faces and figures which easily relate to 
readers’ identification. Strong sense of place depicts environments in great details to 
trigger sensory memories, and the combination with iconic characters would lead toward 
the aforementioned ‘masking effects’. Wordless panels with combination of aspect to 
aspect transitions prompt readers to assemble scenes from fragmentary visual 
information. Subjective motion puts the readers to move with the character. Genre 
maturity refers to wide range of themes and genres provided by manga titles. Broad 
variety of character designs boasts a wildly different face and body types. Small real 
world details put appreciation to beauty of the mundane, further connecting with readers’ 
everyday experience. Emotionally expressive effects provide a window into the 
characters’ feeling. McCloud argued that these techniques had helped manga in creating 
closer relationship with its readers, by amplifying the sense of readers’ participation to be 
part of the story.  
Another aspect of that made visuals of manga appears to be distinctive is the cute 
appearances of its characters. The kawaii or cute syndrome makes manga characters 
irresistible, easily being embraced and remembered by readers (Ramadin et al., 2002).  
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The cuteness factor even develops into the ‘chara-moe’ or the feeling of moe toward 
characters and their alluring characteristics. Chara-moe refers to the way characters are 
designed with similar ‘arousal’ elements such as hair sticking up like antennae or loose 
socks (Azuma, 2009). These characters’ special characteristics create a stickness effect 
(memorable ideas that move us to action) in triggering a tipping point in manga’s influential 
phenomenon in Indonesia (Ahmad & Zpalanzani, 2009).  
2.3. Summary of Part 1 
 Manga visual style could be defined as: (1) the way the characters in manga are 
drawn in a recognizable yet stereotypical pattern, developing distinctive visual 
similarities among manga itself; (2) the use of iconic representations to depict 
emotion; and (3) the distinctive visual grammar used to communicate with its 
readers. 
 Manga utilizes specific visual storytelling techniques, emphasizing in creating 
closer relationship with its readers, by amplifying the sense of readers’ 
participation in being part of the story.  
 Cute appearances of manga characters (kawaii aspect) make them irresistible, 
easily being embraced by readers, creating a stickness effect as one of several 
factors in triggering manga’s influential phenomenon in Indonesia 
PART 2: Understanding Manga Visual Attractiveness 
2.4. The Role of Cartoon and Sequential Images in Influencing Its Readers  
The role of comic as a communication media in influencing its readers has been 
researched before. Wertham (1954, as cited in Kirsh & Olczak, 2000) argued that 
violence in the comic books is related to the escalation of children’s aggression.  Kirsh 
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and Olczak (2000) concluded that for the most readers, reading violent comic books 
might produce the biggest negative impact on the ambiguous provocation situation.  
While these seem as negative examples, at least they provided arguments that comic (and 
therefore manga) did provide a strong impact in influencing its readers.  
Manga is a visual-based medium, and conveys its information solely by visual. 
Since visual information is easier to process than auditory information (Basil, 1994, as 
cited in Lang et al., 1999), it gives manga and other visual media a direct advantage.  The 
easiness in processing visual information is supported by argument that visual encoding is 
a relatively automatic task and information delivered via the visual channel will be much 
more likely to be encoded regardless of the overall resource requirement of the message 
(Lang et al., 1999).  Observation in children’s development shows that children could be 
so gripped by pictures that they treat them as the things themselves (Bloom, 2010, p. 131). 
Furthermore, sequential images comprehension is considered as an unconscious mental 
process (Cohn, 2010).  
How things are represented affect how we read images and the meaning we gain 
from them.  Medley (2010) developed the concept of why human prefers less than 
realistic images by exploring the mechanism of human visual system (the brain and eyes). 
He found that the eye limitation in physical process in dealing with images presented in 
the distance or in the silhouette form is equalized by the brain ability to process selected 
information and to recognize the visual stimuli by other visual criteria, such as posture or 
gesture.  The brain is also equipped with the ability provided by the mental faculties of 
visual system, enables it to override purely visual sensation which is called ‘perceptual 
constancy’.   
Through perceptual constancy, the visual system is in fact measuring the sensation 
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against what the brain knows of objects in the world, and to understand less visible 
versions of things as being the same as ideally visible versions of those things. Because 
the limited capabilities in human visual system, the brain prefers less than realistic images 
as the stimuli and then will fill in with its knowledge from previous experiences, causing 
a more active interaction (Medley, 2010). Experiments intended to determine which kinds 
of images are easy for identification prove that the most realistic images are not the most 
communicative; and line drawing performs better than photograph (Fussel and Haaland, 
1978, as cited in Medley, 2010). 
Since cartoon emphasizes on amplifying the meaning from simplification (Eisner, 
1995; McCloud, 1999), it synergizes with how human process visual information.  
Human basically prefers images that are easy to process (Bloom, 2010). In this regard, 
manga mostly uses cartoon form, especially in how it depicts its characters.  Therefore 
characters in manga are easily perceived by the readers, acting as their representation 
inside the story. Readers would easily identify with the cartoon face rather than the 
realistic one since it could represent (nearly) all of the readers (Figure 2.3).  
 
Figure 2.3 The universality of cartoon imagery (McCloud, 1996) 
The visual sequence in the comic format has the ability to bridge the gap between 
the media we watch and the media we read.  In reading manga, as with reading comic, 
reader has full control of the rate of information transfer, an ability which is called visual 
permanence (Yang, 2008); therefore enabling more detailed encoding of stimulus material 
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(Kirsh & Olczak, 2000).  Jones (2008) found an unexpected conclusion that reading 
comics produces the higher level of engagement compared with watching movies adapted 
from comics. Furthermore, visual permanence creates an active engagement towards the 
storyline, making the great potential influence of this form of media (Potenza et. all, 
1996, as cited in Kirsh & Olczak, 2000). 
Since comic uses visual sequence to deliver its message to the readers, it relies on 
the panel to panel relationship to do so.  With the use of a blank space between the panels 
which is called ‘the gutter’, comic persuades the readers to play with their imagination 
(McCloud, 1999), a practice of the Gestalt theory.   While the gutter serves as a space 
between panels, the human ability called closure allows us to connect those panels, 
allowing reader to fill this information gap mentally by drawing on past experience to 
produce logical context, connecting the panels to produce single idea.  McCloud argued 
that this phenomenon is the essence that makes comic a powerful medium, inviting a 
great degree of participation from the reader and he formalized this finding in the theories 
of transitions between panels. To understand the meaning of the sequential images, there 
has to be an interaction between the meaning on the page and the invisible meaning 
created in the mind between the panels, which is read in linear order.  
While assuming the same understanding in reading the meaning in comic, Cohn 
(2010) criticized the McCloud’s arguments of transitions between panels by questioning 
whether ‘reader’s participation’ described by McCloud is a conscious or unconscious 
mental processes.  He argued that the processes guiding sequential image comprehension 
remain inaccessible to conscious awareness.  It is unconscious process that motivates 
understanding, while we are aware of meaning of sentences. 
Cohn also criticized the belief that comprehension of sequential images progresses 
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in a linear fashion.  While McCloud built his theories on ‘closure’ (where the mind fills 
the gap between images) and ‘temporal map’ (by moving one panel moment to another, 
space therefore equals time), Cohn believed that since graphic representation emerges 
from the minds and actions of human, it must be understood in the context of cognition.  
Therefore, to understand sequence of images by creating a meaningful union of 
juxtaposed panels must involve mental processing beyond simple one to one 
juxtapositions.  He concluded by stating that study of sequential image comprehension 
should become less about analyzing what is ‘out there’ in the sequence or our conscious 
experience of it, but more on what is inside of our minds. 
While there are two arguments regarding the mental process to understand the 
meaning in the sequential images, both McCloud and Cohn agreed that the process 
requires reader’s active participation.  To achieve this purpose, comic utilizes two kind of 
method in keeping the readers’ attention: ‘representation’ which refers to a feeling of 
being represented through the character(s) within a story; and ‘participation’ which refers 
to a feeling of being part of the story rather than observing from a far. The next part 
would provide manga’s strong relationship with these features. 
2.5. Reading and Understanding Manga 
According the study by Allen and Ingulsrud (2008), reading process is an 
interactive process in which readers engage with text to create meaning, a process assess 
by cognitive psychology which consists of decoding, word recognition and 
comprehension.  In short, reading is a process leading to comprehension. They applied the 
same process in defining how to read manga, creating experiments using Japanese 
children as the subject. The study found that readers have developed strategies to interact 
with manga through reading strategies to decode structural features of manga. These 
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structural features consist of text, speech balloons, characters, background, panel, shape 
and order of arrangement. The most common strategy requires three steps in reading 
manga. First is reading the printed text, which is obtained by reading the word balloons 
within the pages.  Second is reading the graphics, which according to the test subjects are 
their main reason of reading manga and they also enjoy copying the pictures they found in 
the pages of manga.  The ability to read graphics is learned informally, through the 
experience of regular reading. The third is managing panel order, since manga has wide 
variation of panel order (for example, shounen manga has a different panel order than 
shoujo manga) and readers have to learn how to interpret them to be able to read the 
manga. 
Ingulsrud and Allen also found the variety pattern of strategies employed by 
readers when reading manga.  Using the eye-movement tracing task, almost all readers 
focus on the printed text in the form of the speech balloons, before focusing on the faces 
of characters in order to understand emotions and reactions.  Only a few readers focus on 
background and commentary.  When they are facing difficulty while reading the manga, 
the readers mostly solve this problem by rereading their manga.  The majority of the 
subjects reread their favorite manga a couple of time; not because they face difficulties 
but because they find it as highly pleasurable (Ingulsrud & Allen, 2009). Ahmad’s (2007) 
and Natsume’s (2010) studies gave a detailed and interesting account on how to 
comprehend sequences within panels of manga. Using his own approach, Natsume 
analyzed manga’s expressive structure from several concrete examples, concluding that 
how the panel-ruled interaction of images and words leads to manga’s specific 
storytelling. Ahmad focused on how to perceive and understand sequence of 
‘unconnected’ images without any or minimal written text in manga (silent scenes) and 
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argued that it encourages readers’ active participation and imagination to connect the 
images in order to get the whole story, giving them complete reading experience. 
2.6. Manga and the Sense of Engagement 
As described in Part 1, manga is argued to provide a much more feeling of 
participation and engagement by utilizing distinctive visual story telling techniques.  
These techniques amplify readers’ sense of participation, stimulating involvement, in 
which readers would feel more on being part of the story rather than act as observers 
(McCloud, 1996). Manga implements very realistic backgrounds, which enable the reader 
to have the higher sense of immersion.  McCloud (2006, pp. 176-177) suggested that 
realistic backgrounds along with small environment details enhanced the vivid 
experiences of being in the same environment, even able to connect with readers’ 
memories and experiences, evoke their mood, emphasizing on believable character and 
credibility. Realistic details and textures could help trigger memories of the appearance, 
feel, smell or sound of subjects, helping to bolster readers’ sense of recognition (p. 164). 
This combination of perceived reality and imagination could transform an experience that 
is more powerful and interesting than the reality itself (Bloom, 2010, p. 176).  
As study by Ahmad (2007) previously suggested, the common utilization of silent 
scenes within manga further blended readers within its universe. Silence has the effect of 
removing a panel from any particular span of time and allows readers to explore and 
wander ‘inside’ the world (McCloud, 2006, p. 165). They also allow readers in mentally 
assembling scenes from direct observations without the all-knowing creator (McCloud, 
1996). Successfully in inviting readers inside the manga’s universe would give them a 
reason to come back again and again. In other words, manga has the ability to neutralize 
the unrealistic conventions in order to maximize the experience of being in side the story 
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through realism. By achieving this kind of realism, manga would provide the sensation of 
immersion, transporting readers inside the story’s universe.   
Experiencing story or narrative could be performed by acting in two ways: (1) as 
external observers or (2) as participants (Oatley, 1999). Studies on fiction further 
suggested that people likes to identify with their heroes since it is a natural default to 
experience the story through the character’s head when reading a story (Bloom, 2010, p. 
171). The identification process is mainly supported by subjective perceived similarity 
between readers and the fictional characters.  Perceived similarity itself strongly attributes 
to the engagement with fictional characters, and acts as a strong motivator for liking a 
character (Konijn & Hoorn, 2005).  Cohen (2001) defined identification as “an 
imaginative process through which an audience member assumes the identity, goals and 
perspective of a character” (p. 261).  This ‘shared identity’ is considered to produce more 
involved form of readership/viewership and people would pay more attention to the text if 
they identify with characters (Maccoby and Williams, 1957, as cited in Tal-Or & Cohen, 
2010). Cohen further argued that identification engages the audience during reception.  
Beside identification, transportation is the other central aspect for audience 
involvement in entertainment (Tal-Or & Cohen, 2010). It is defined as an integrative 
melding of attention, imagery, and feelings, focused on story events (Green, 2004). 
Transportation is affected by audiences’ familiarity toward the narrative and their 
perceived of realism.  If the audiences happen to have relatives with significant 
characteristics to the main characters, they tend to become transported into the narrative. 
Moreover, transportation and perceived realism are strongly related, with individuals who 
are more transported think that the story is more like a real life.   
The feeling of being transported inside a story’s universe is also defined as 
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‘narrative engagement’.  Busselle and Bilandzic (2009) argued that engaging experience 
with narrative would affect enjoyment and agreement with story-related attitude. Park, 
Min Lee, Annie Jin, and Kang (2010) suggested that the compelling narrative and being 
involved psychologically with the game characters would motivate player to do well in 
playing games. Jones (2008) described this as ‘experiencing the story’. Moreover, the 
visuals within manga provoke a specific temporality within readers, ensuring the feeling 
of immersion (Natsume, 2010). McCloud argued that manga hold the key to comics’ 
hidden potential: the power to transport its foreign readers into the mind of another, and 
through their eyes into another world (1996, p. 48).  
Further emphasizing the essence of audience involvement as the main force of 
manga, McCloud (2006) discussed about how shoujo manga puts the emotion as the 
center of attraction and invites readers to participate in the emotional lives of its character 
by using expressionistic effects or the exaggerated transformation of entire bodies to 
suggest emotion.   The commonly utilized visual distortion of expressionism shows inner 
states through outer appearances. Montage techniques are also used to depict inner 
conflicts by de-emphasizing the physical positions of characters in the scene to portray 
emotion (McCloud, 1996). The same treatment is also found in the shounen manga, 
which often emphasizes on the close up view of the protagonist’s face to show emotion.  
The genre also features the sense of participation that gives visceral thrills to the readers 
by using subjective motion and extreme point of view framing, generating excitement.  
McCloud’s findings regarding reader’s emotional participation in shoujo manga 
relates to those by Schodt (1986) who argued that reading shoujo manga requires deep 
emotional approach since it is common to find the pages with abstract panels and the use 
of montage to deliver the message. They have to be absorbed as a whole to evoke mood 
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(p. 89).  The drawing style also suggests emotion, by emphasizing on the orb-like eyes of 
characters that emotes gentleness and femininity, acting as window of the soul, and one of 
the first place emotions are physically manifested.  Study by Yuki, Maddux and Masuda 
(2007) revealed that in cultures where emotional subduction is the norm (such as Japan), 
individuals tend to rely more on the eye than the mouth to express and interpret emotions.  
The choice of fashions and hairstyle wore by characters are also meticulously 
drawn, becoming another important part of shoujo manga genre.  The readers demand that 
the characters’ outfit would incorporate the latest trends, historically accurate and even 
resemble to the seasons as a way to relate emotionally to the manga. Shoujo manga also 
adopts an unstated rule that all characters must be physically beautiful and the subjects 
are depicted with delicacy (Schodt, 1986, p. 101). Intimate scenes are merely visualized 
through close ups of clenched hands or sweating faces, leaving the rest to readers’ 
imagination. These features of shoujo manga emphasize its relation with emotion and 
psychology.     
2.7. Summary of Part 2 
 Human brain prefers less than realistic images to process which goes in synergy 
with how comics (and therefore manga) works by amplifying meaning from visual 
simplification. This feature enables comic’s characters to easily act as readers’ 
representation inside the story. 
 The mental process in understanding the meaning of sequential images requires 
readers’ active participation. To achieve this, comics utilizes the methods of 
representation and participation in keeping the readers’ interest and attention. 
 Comic has the ability in evoking sensual and emotional reaction from its readers, 
who in return would give emotional responses toward the medium.  
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 Immersion is important factor in influencing audiences. Audience involvement 
within particular story could be achieved through the methods of transportation, 
identification and immersion. Manga is argued to have more abilities in providing 
these three methods through its specific storytelling techniques. 
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CHAPTER 3 SHAPING BEHAVIOR THROUGH PERCEPTION 
3.1. Influences in the Process of Creation 
According to McCloud, the creation of any work in any medium always follows 
the path of creation, which consists of six steps (1999, pp. 169-170). The steps are 
idea/purpose, form, idiom, structure, craft and surface (Figure 3.1).  Idea/purpose refers to 
the philosophies behind the work or the work’s content. Form describes the form of the 
work will take, such as comic books. Idiom represents the vocabulary of styles, gesture, 
subject matters or genres. Structure is how to put it all together, in arranging and 
composing the work. Craft refers to constructing the work which is strongly related to the 
skill or craftsmanship. Finally, surface is the production values, the final appearance of 
the work seen by its audiences, therefore the most easily to be appreciated.  
 
Figure 3.1 The six steps from the path of creation (McCloud, 1999) 
McCloud incorporated this path within comic medium (p. 172), with the process is 
started by the discovery of comic by readers, who develops a love for it. While at the 
beginning the readers only experiencing the characters, ideas, events and emotions of the 
story; they begin to aware of the form of comic. They realize that making it only require 
certain skills which can be learned and develop the idea by choosing comic as their form 
of expressions. If they are following the six steps of creation, the next step should be the 
idiom, where they start developing their own way of expressions through comic medium.  
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However, many would skip this step and begin to study the craft of other artists by 
imitating it, pursuing the last step of surface, which is easily the most visible product.  
The notion of taking shortcuts in order to achieve desired outcomes is further 
emphasized within the education area. In art education, copying or imitating process is a 
usual way to learn various drawing styles. Therefore it is also a natural way to start 
drawing by first imitating the style of our favorite artists (McCloud, 2006, p. 222).  
Studies on children’s artistic development showed the significant influence of 
culture, environment and social peers. Based on theories on post-modernism, 
multiculturalism and constructivism, Chen (n.d.) found that the beginning of children’s 
social life marks the increasing influence of their society and culture. Chen also stated 
that influence of popular culture in the children’s drawings refers to condition that the 
drawings are affected by mass media and featuring popular visuals or images known with 
general public. By analyzing the content from more than 1700 drawings of 5-14 year-old 
Taiwanese students, Chen concluded that the images of popular culture are the main 
subject matter because: (1) it is easy for children to imitate simple figures than the actual 
objects; (2) the children’s artistic ability’s development is deeply influenced by 
environment; and (3) different gender have a different preferences in subject matters, 
generating distinct sub-cultures.  
Toku (2001a) further emphasized on cultural specificity in children’s drawings 
when they reach certain ages.  Comparing between American and Japanese children, the 
study showed that there are strong influence of cartoon characters (especially from 
manga) throughout Japanese drawing in figures and movements. Children tend to draw 
based on attractiveness more on what they know, imitating the way of cultural media’s 
visualization of nature and figures than what they actually see.  Furthermore, children first 
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try to imitate from other drawings when they draw, for achieving more realistic or 
idealized figures. However, these are not simple imitations, because they will lead to their 
own originality, developing drawings in their original ways. Interestingly, the strong 
influence of manga comes from informal interaction with pop-culture, rather than through 
formal art education (Toku, 2001b).  
 
Figure 3.2 The influence of popular culture in the process of creation (Ahmad et al., 2006) 
Exploring the matter further in the next study with focus on the influence of 
manga, Toku (2002) concluded that manga has strongly dominated Japanese children’s 
artistic creativity, appearing throughout their drawings. Japanese children continue to read 
manga through their teens and adult time because manga is faster and easier to read than 
novels, providing an important source of entertainment and relaxation in a highly 
disciplined society. Manga allows readers to be in their imaginative world, releasing them 
from the tough reality of everyday life. This way, manga becomes an integral part of 
Japanese culture due to its capability in response to Japanese needs and it shows in their 
drawings. Other aspect in attracting children’s attention is manga’s dramatic ways of 
visualization. Such dramatic techniques have strong impact on children’s visual thinking 
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which then affect their drawings.  
Ingulsrud and Allen’s study (2009, pp. 119-122) found that some Japanese manga 
readers also identified themselves as manga creators, as a literacy practice. However, this 
practice is not as popular as collecting manga, with type of gender played an important 
role. Female readers are found in bigger number in creating their own manga compared to 
male as amateur activities. However, the study did not explore the reason on why these 
readers decide to create their own manga. 
3.2. The Social Cognitive Theory  
The phenomenon of imitating the visual commonly found within Japanese manga 
is strongly related to human behavior, in which visuals of manga act as the main stimuli 
in persuading readers to imitate them.  Since manga itself is a media of communication, it 
also relates to the theory on media influence.  Bandura (2001) suggested that the mass 
media provide the best access to the public to their strong drawing power. He further 
argued that media influence works through dual paths of influence to give effect in a large 
scale changes: through direct pathway and through socially mediated pathway.  In direct 
pathway, media promotes changes directly to the participants. And in socially mediated 
pathway, media connects the participants to the social systems which consist of social 
networks and community settings.   
The approach from theory of media influence is supported by the social cognitive 
theory, which provides the base theory to investigate the phenomenon.  In this theory, 
Bandura (1989) argued that human behavior is shaped and controlled either by 
environmental influences or by internal disposition, which means there are inner and 
outer factors in behavior change. This theory also links an individual’s cognitive state to a 
variety of affective and behavioral outcome. Furthermore, the social cognitive theory 
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analyzes human behavior as a model in which behavior; personal factors and 
environmental influences interact and influence each other using a triadic, dynamic and 
reciprocal model (Figure 3.3).  It also argues that the change of behavior is guided by 
cognitive processes rather than by reinforced practice. 
 
Figure 3.3 Model from Social Cognitive Theory (Bandura, 1989)  
One of the key concepts from this theory is the self-efficacy, which relates to 
one’s confidence in the ability to take action and persist in that action.  Unless people 
believe that they can achieve desired effects and hinder the opposite by their actions, they 
will have little intentions to take action. Those who lack of self esteem and self 
confidence are more prone to adopt the behavior of others, while those who have are high 
in confidence in their own behavior. Furthermore, self-efficacy is the most important 
factor in promoting changes in behavior because it affects every phase of personal 
change.  Self-efficacy determines the choice of activities to engage, how much energy to 
spend on the activities and how to maintain it.  Since expectations determine affective and 
behavioral reactions in numerous situations, the self-efficacy theory could explain 
individual’s reactions in a variety of contexts (Baker-Eveleth & Stone, 2008).   
Another factor strongly complements to self-efficacy is outcome expectancy. 
Outcome expectancy refers to an individual’s estimate that a given behavior will lead to 
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certain outcomes (Bandura, 1977). Outcome expectancy could be treated like incentives 
in doing a task.  Both of self-efficacy and outcome expectancy produce separate impacts 
on behavior and effect, with self-efficacy typically generates larger effect than outcome 
expectancy. Baker-Eveleth and Stone (2008) argued that generally, self-efficacy has a 
direct impact on outcome expectancy.   
Bandura (1977) identified four major sources of self-efficacy which consists of 
performance accomplishments; vicarious experiences; verbal persuasion and emotional 
arousal.  He further developed these four aspects into mastery experience; social 
modeling; social persuasion and psychological response (Bandura, 1994), which directly 
impact self-efficacy and outcome expectancy. From this four major sources, the mastery 
experiences, in which a direct experience of being successful in performing a task 
provides the most powerful source.  Social modeling refers to witnessing other successful 
attempt in performing a task. Modeling affects the adoption of new social practices and 
behavioral pattern by instructs people through informative description or demonstration.  
Social persuasion provides a belief to accomplish a task after being persuaded by others, 
while psychological response relates to our own responses and emotional situations (such 
as mood or stress level) in performing a task.  
These four aspects directly impact the attitudes toward a task, behavioral intention 
to perform the task and ultimately performance of the task, through self-efficacy and 
outcome expectancy (Baker-Eveleth & Stone, 2008). An elaborate model could be 
constructed as follow (Figure 3.4).  This model relates the antecedents of psychological 
responses, mastery experience, social persuasion and social modeling to both self-efficacy 
and outcome expectancy. Self-efficacy is also predicted by the model to impact 
behavioral intention in performing a task through attitude toward the task itself. Attitude 
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refers to beliefs and values about the outcome of behavior. When the attitudes are the 
result of personal experience and a favorable outcome is expected, people tend to behave 
according to their attitude. 
 
Figure 3.4 Theoretical models on self-efficacy, outcome expectancy, attitude  
and behavioral intention in performing a task 
3.3. The Role of Emotion 
Developing further from the self-efficacy theory through the psychological 
response, it strongly relates to emotion in which emotion plays an important part in 
human acceptance for an entity.  Norman (2004) argued that human decision making is 
dependent on both cognition and affect (conscious or subconscious emotion).  According 
to Norman, emotional connection would establish between user and an object if the object 
appeals to him. Human reaction to design exists on three levels: visceral (appearance), 
behavioral (effectiveness of use) and reflective (personal satisfaction), thus a good design 
should address all three levels. This explains the approach of emotional design that 
attractive things work better (pp. 17-20). 
Based on the work by Patrick Jordan (2000), Norman further acknowledged the 
aspect of psycho-pleasure (relating the people’s reactions and psychological state during 
the use of products) and the ideo-pleasure (emphasizing on the reflection on the 
experience in enhancing the emotion arousal/pleasure).  In order to maintain this arousal 
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long lasting, it relies not only in the seduction but also in the skill of the designer to  
provide a powerful and rich experiments and in the skill of the perceiver.  Moreover, there 
are three steps to maintain a long lasting experience: enticement, relationship and 
fulfillment with aims to make emotional promise, continually fulfill the promise and end 
the experience in a memorable way. Wirth (2006, as cited in Tal-Or & Cohen, 2010) 
further stated that the ability of entertainment to attract audiences depends on its ability to 
engage them, involving the audiences psychologically in many ways. 
Emotion does not only affect the human side in their acceptance toward an entity, 
but also toward the entity’s expressions. People are easily aroused by the emotional 
expressions of others (Bandura, 2001). Seeing others react emotionally toward certain 
conditions activates emotion-arousing thoughts and imagery in observers. This could be 
further explored whether people would produce higher level of arousal when interact with 
emotionally expressive media contents. Huang and Chuang (2009) proposed that  
people’s feeling toward media contents would stimulate affection, while Bartsch and 
Viehoff (2010) argued that emotion acts as the key motivation in using entertainment 
media. Tan (2008) suggested that people appear to engage in entertainment whenever 
they attracted to it based on indiviually right conditions. Media psychologists have also 
accounted the relationship between media (mostly entertainment media) with emotion. 
3.4. Summary 
 Popular culture in the form of popular visuals or images influences the process of 
creation, especially toward children’s drawings.  
 Emotion plays an important role in human acceptance for an entity and its 
expressions. Therefore, people tend to arouse more when interact with emotionally 
expressive media contents. 
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 Human behavior is shaped and controlled by environmental influences and 
internal dispositions in which behavior; personal factors; and environment 
influences interact and influence each other in a triadic, dynamic and reciprocal 
model. 
 One key concept in behavior change is the self-efficacy. It relates to a person’s 
confidence in the ability to take action and persist in that action. Another factor is 
the outcome expectancy, which complement self-efficacy. Outcome expectancy 
refers to a person’s estimate that a given behavior will lead to certain outcome. 
 Self-efficacy is directly affected by four constructs: psychological responses, 
mastery experience, social modeling and social persuasion with mastery 
experience as the most powerful one. 
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CHAPTER 4 STUDY ONE: QUESTIONNAIRE 
4.1. Introduction of Study 
As well as understanding the various literatures regarding the cognitive process 
behind readers’ affection toward manga, it is also useful to understand the actual readers’ 
perception and how much influence does manga affect on them.  Therefore, we conducted 
study one: questionnaire.  It is aimed to acquire descriptive data about Indonesian young 
readers’ perception about manga and how visuals of manga affect their style of drawing. 
The Indonesian readers in this study refer to young people with drawing abilities, 
especially in drawing characters and/or comics. 
4.2. Methodology 
4.2.1. Respondents 
Respondents were 127 young Indonesian manga readers (52 male and 75 female, 
age range 15-24). The majority of respondents were university students (61.1%), followed 
by young professionals (29.4%) and high school students (9.5%).  56.8% respondents 
lived in Bandung, the third largest city in Indonesia, 25.6% were residents of Jakarta, 
Indonesia’s capital city, with the rest came from Yogyakarta (2.4%), Surabaya (1.6%), 
several other smaller cities (11.2%) and from outside of Indonesia (2.4%).  
4.2.2. Procedure 
Respondents were recruited through social networking site Facebook and assisted 
by colleagues from Faculty of Art and Design, Bandung Institute of Technology (ITB) 
through various mailing lists.  The questionnaire was created using web-based online 
survey application, Survey Monkey (http://www.surveymonkey.com).  
The questionnaire was conducted in two batches, with a total of 202 complete 
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responses.  A final 127 respondents were then selected based on their range of age (15 – 
24 years old) since the purpose of the study is to investigate the phenomenon among 
young Indonesians.  The range age represents students from junior high school to 
university undergraduate, in which the behavior in imitating visuals of manga is mostly 
observed. All of the respondents were informed that the purpose of the questionnaire is to 
obtain their personal opinion regarding Japanese manga.  
Completed responses means the respondents had browsed through all questions. 
They, however, were not obliged to answer all questions, resulting in fluctuating number 
of responses for each question. The result for every question, otherwise noted, was 
responded by all 127 respondents. 
4.2.3. Questionnaire 
The questionnaire consists of 47 questions and is divided into three parts which 
explore the respondents’ interaction history with manga; their overall perception about 
manga’s visual and content; and whether manga influences them in shaping their drawing 
style.  Each part of the questionnaire is not openly categorized but is arranged to create a 
certain flow for easiness in filling it out. Numerous open ended questions are deployed to 
get respondents’ original responses and were quantified through content analysis method. 
The language used in the questionnaire is Indonesian.   
The respondents’ interaction history explores the respondents’ relation with 
manga; how long they have known and read manga; reasons in reading manga; and their 
first introduction to manga.  This part also explores the respondents’ interaction with 
comics other than manga. This part consisted of a total nine questions.  
The respondents’ overall perception observes their attraction to manga; whether 
manga is different compare to other comics; their level of immersion while reading 
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manga; their feelings after reading manga; the kind of manga they liked; whether their 
interests toward Japan affect in their liking toward manga; and what manga actually 
means for them. There are a total of 26 questions in this part. 
The level of immersion is measured through specific questions developed from 
Jones (2008). They are designed to measure three dimensions related to immersion level: 
engagement, spatial presence, and parasocial interaction. Each question is accompanied 
by relevant manga scenes since they are intended to measure the level of immersion the 
readers feel while reading manga and are assessed through seven points Likert scale. All 
Likert scales used in the questionnaire utilized 1 for Not at All and 7 for Very Much. For 
understand ability purpose, all manga scenes used in this part were translated into 
Indonesian language. 
For measuring readers’ feeling after reading manga, respondents were asked to 
choose all possible feelings from 25 expressions adapted from study by Ruth Perlstein 
and Gloria Thrall (1996). Each expression is accompanied by its equivalent English word 
placed within bracket, such as kagum (amazed) or terinspirasi (inspired) to minimize 
biased responses.  
The third part of the questionnaire, manga’s influences in the respondents’ 
drawing style, consists of a total of 12 questions, explores the respondents’ opinion and 
reasons on imitating visuals of manga and the role of their attraction to particular manga 
artists. This part also measures respondents’ confidence and perceived easiness in 
imitating visuals of manga (assessed through seven points Likert scale) and their intention 
whether to continue the imitation process. The translated version of the questionnaire is 
included in the Appendix A. 
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4.3. Results 
4.3.1. Readers’ interaction history with manga 
Respondents had a long history of interacting with manga, with 94.4% has read it 
for more than three years (N=126). 37% respondents read two to three manga titles each 
month, with the other 22% read four to five titles and 21.3% read more than six titles. 
55.1% of them acknowledged that they were not regular readers of manga.  In term of 
number of time they read manga each week, the majority of respondents (58.3%) read 
less than five times, with 32.3% respondents spent reading manga five to ten times per 
week.   
Social peer played an important role in the respondents’ first introduction to 
manga, with 50.4% of them were introduced through friends and/or relatives. 27.4% 
respondents stated that they were inadvertently read manga, while 7.9% sought to read 
manga by their own accord and 5.5% knew manga from other media (such as animation 
or game).  Moreover, 52.8% expressed their continuation in reading manga was 
influenced by their surroundings, showing the presence of social influence.   
Respondents did not exclusively reading manga, and 87.4% of them also read 
other comics. From these respondents (N=109), the majority acknowledged their interest 
in reading Indonesian comics (70.6%), American comics (66.1%), European comics 
(49.5%), Korean comics (40.4%), and Hong Kong comics (22%). However, when they 
were asked to list all of their favorite non-manga comic books (N=106), The Adventure of 
Tintin (European comic) was the highest (35 responses); followed by other European 
comics in Asterix & Obelix and the Smurfs. 
4.3.2. Readers’ perception toward manga 
Based on original responses, most respondents (64.71%) were attracted to the 
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interesting storyline as their reasons in reading manga. The second was manga’s attractive 
illustrations (46.22%), followed by manga as a form of entertainment and emotional 
attraction factor in distant third and fourth with 15.12% and 12.6%, respectively (Figure 
4.1). This result was further confirmed with 52.75% of respondents stated they were more 
attracted toward manga’s story. 26.78% respondents were more attracted to the visuals, 
with 18.90% were attracted to both story and visual. 
 
Figure 4.1 Reasons in reading manga 
As for favorite themes, respondents were mostly interested in manga with action 
adventure (77.2%), comedy (74.8%) and fantasy (64.6%) themes, followed by stories 
about slice of life (56.7%), detective (46.5%), romantic drama (43.3%) and science fiction 
(41.7%). Sports (26%) and horror (18.1%) stories were the least favorable themes.  
This result corresponded with their favorite manga titles, which put action 
adventure stories of One Piece and Naruto in the top places (Table 4.1). The detective 
story of Case Closed, science fiction adventure of Doraemon, mystery drama of Death 
Note and the slice of life story of Yotsuba followed closely. Shounen genre dominated the 
top rank list with only two shoujo titles (Hai! Miiko and Sailor Moon) listed within. In 
total, respondents mentioned 904 titles, with each respondent listed an average of seven 
titles as their favorite manga.  
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Table 4.1 Respondents’ top rank of favorite manga titles, N=123 
No. Manga titles Manga artist(s) Count Percentage 
1. One Piece Eichiro Oda 41 33.3% 
2. Naruto Masashi Kishimoto 34 27.6% 
3. Meitantei Conan/Case Closed Aoyama Gosho 30 24.4% 
4. Doraemon Fujiko F. Fujio 28 22.8% 
5. Death Note 
Yotsuba & ! 
Takeshi Obata 
Kiyohiko Azuma 
21 17.1% 
6. Bakuman Takeshi Obata 16 13.0% 
7. Bleach 
Hai! Miiko 
Tite Kubo 
Eriko Ono 
14 11.4% 
8. 20
th
 Century Boys 
Dragon Ball 
Eyeshield 21 
Monster 
Naoki Urasawa 
Akira Toriyama 
Yuusuke Murata 
Naoki Urasawa 
13 10.6% 
9. Sailor Moon 
Slam Dunk 
Vagabond 
Naoko Takeuchi 
Takehiko Inoue 
Takehiko Inoue 
12 9.8% 
10. Rurouni Kenshin/Samurai X Nobuhiro Watsuki 11 8.9% 
Note: Multiple titles within the same rank indicated they obtained the same number of counts. 
Furthermore, 97.6% respondents agreed that visuals of manga are attractive.  
Focusing on what kind of visuals, among McCloud’s (2006) eight manga storytelling 
techniques, they found manga’s emotional expressive effects as the most attractive aspect 
(86.2%, N=123), followed by iconic characters (74.8%), small world details (67.5%) and 
broad variety of character designs (62.6%). Strong sense of place (53.7%), wordless 
panels (52.8%) and subjective movement (46.3%) were in fifth, sixth and seventh, 
respectively.  
Exploring on whether there were other aspects beside visual and story that 
attracted them to manga, respondents mentioned authors/manga artists (30.43%), actual 
facts and references found within manga (21.74%), storytelling technique (13.04%), 
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characterization (10.14%) and related themes with respondents’ personal experience 
(7.25%).    Respondents (N=100) mostly agreed on characters’ distinctiveness (46%) as 
the major aspect in character visual attractiveness, followed by characters’ emotional 
expressions (25%), big and expressive eyes (24%), unique costume designs (16%), and 
body proportion (13%). 
Most respondents (92.8%) agreed manga is somehow different with other comics 
(most notably to American and European comics).  They (N=103) further recognized 
visuals of manga (56.3%) as the most distinctiveness aspect, followed by story (18.4%) 
and paneling arrangement (11.7%). Focusing on manga visual distinctiveness (N=125), 
result showed character design (94.4%), special visual effects (54.4%), background 
drawing (40.8%) and word balloon and sound effects (33.6%) as the first, second, third 
and fourth, respectively. 
The results of manga’s level of immersion showed average means above four, in 
seven points Likert scale, with the highest (5.83) in response for question on feeling being 
in the same location and the lowest (4.34) on feeling the same emotion as characters.  
 
Figure 4.2 Rating of immersion toward specific manga scenes 
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Table 4.2 Mean and standard deviation of readers’ immersion rating toward particular 
manga scenes 
Questions Manga Readers 
M SD 
Do you feel that you are being part of the story?
a
 5.36 1.66 
Could you also feel the same emotional feeling felt by characters 
within a story of manga?
b
 4.34 1.68 
Do you easily identify yourself with some characters in the 
manga you are reading?
c
  4.76 1.47 
Can you feel like you are being in the same location as the 
characters by looking at the background drawing?
d
 5.83 1.23 
Do you feel that you are participating within the action described 
in it?
e
 4.51 1.54 
Could you understand what the character is feeling by looking 
into his/her eyes?
f
 4.66 1.58 
Note: 
a
n=127, scene taken from One Piece. 
b
n=127, scene taken from Twinkle Stars. 
c
n=127, scene taken 
from Detective Conan. 
d
n=127, scene taken from Akira. 
e
n=127, scene taken from Dragon Ball. 
f
n=126, 
scene taken from Rumored Midori-kun!! 
In response on feelings after reading manga, respondents generally acknowledged 
the expressions that described positive feelings (Figure 4.3).  Respondents mostly felt 
being inspired (81.9%), followed by happy (63%), amusing (63%), spirited (60.6%) and 
amazed (55.1%). The highest negative expression was melancholy on 12
th
 spot with 
32.3%. Negative feelings were mostly obtained small values; mostly less than 20% with 
the lowest rating was angry with 5.5%.  
Respondents could related the story from manga with their daily experience 
(M=5.11, SD=1.69). Moreover, the interest toward Japan was another factor in the readers’ 
liking toward manga (73.5% of N=98). From these readers (N=72), the interest in 
Japanese food (79.2%) was the highest, followed by daily life in Japan (77.8%), pop 
culture (76.4%), tradition (75%), language (56.9%), travelling (54.2%), technology (50%), 
history (48.6%), profession (45.8%) and geography (19.4%). 
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Figure 4.3 Rating on feelings after reading manga 
 
Figure 4.4 Rating on the meaning of manga toward respondents 
Responses for question of what does manga mean to respondents were varied 
since each respondent (N=127) was free to express their opinion.  Through content 
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analysis procedure, all the responses were categorized and quantified into 16 items, then 
sorted based on values from largest to smallest. Result showed that the upper part was 
dominated with the respondents’ emotional aspects, such as being a significant impact 
toward respondents’ life (33.9%) or served as respondents’ source of inspiration 
(28.81%).  The non-emotional aspects such as ‘manga as the source of knowledge’ were 
mostly with relatively small values (Figure 4.4).  
4.3.3. Readers’ behavior in imitating visuals of manga  
From the 121 respondents who could draw, 81% (98 respondents) admitted that 
their drawing style was influenced by visuals of manga. The reasons behind their 
behavior (N=95) were described as follows (see Figure 4.5): inspired by manga visual 
attractiveness (38.95%), long interaction with manga (25.26%), and emotional attraction 
to manga (15.79%).  
 
Figure 4.5 Reasons in imitating visuals of manga 
Most of these respondents (64.9% of N=97) further acknowledged their attraction 
toward particular manga artists as one of the reasons in imitating its visuals. Takeshi 
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Obata (Death Note) was voted as the most influential artist (18.75%), followed closely by 
Eichiro Oda (One Piece) with 17.19%. Both CLAMP (Card Captor Sakura) and Takehiko 
Inoue (Slam Dunk) were in third (14.06%), with Masashi Kishimoto (Naruto) and Naoko 
Takeuchi (Sailor Moon) followed in fourth (12.5%) and fifth (10.94%), respectively 
(Table 4.3).  However, even the most influential manga artist was voted less than 20% 
from the total responses (N=64), which showed a wide variation among the respondents 
relating to their influential artists. In total, the respondents produced 79 manga artists’ 
names which came from various manga genres such as shounen, shoujo, seinen (manga 
for male adults) or lady’s manga (manga for female adults).  
Table 4.3 Respondents’ top rank of influential manga artists, N=97 
No. Manga artist Manga title(s) Count Percentage 
1. Takeshi Obata Death Note, Bakuman 12 18.8% 
2. Eichiro Oda One Piece 11 17.2% 
3. CLAMP 
Takehiko Inoue 
Card Captor Sakura, X-1999 
Slam Dunk, Vagabond 
9 14.1% 
4. Masashi Kishimoto Naruto 8 12.5% 
5. Naoto Takeuchi Sailor Moon 7 10.9% 
6. Kiyohiko Azuma 
Tite Kubo 
Yotsuba &!, Azumanga Daioh 
Bleach 
5 7.8% 
7. Akira Toriyama 
Rumiko Takahashi 
Dragon Ball, Dr. Slump 
Inuyasha, Ranma ½   
3 4.7% 
Note: Multiple names within the same rank indicated they obtained the same number of counts. 
The artists’ attractive visuals were recognized as the most influential aspect 
(63.49%) in persuading respondents (N=63) in imitating their drawings, followed by the 
artist’s distinctive visuals (30.16%), expressive yet simple visuals (both with 20.63%) and 
the artists’ detailed drawings (19.05%). 9.52% respondents mentioned that the artists’ 
visual styles were suitable with their own way of drawing. 
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Almost half of the respondents (44.6%) also acknowledged significant influence 
from non-manga artists in shaping their drawing style (N=121). American comic artists 
were the majority (35.18%), followed by non-comic artists (24.17%), Indonesian comic 
artists (22.22%), and European comic artists (16.67%). Within these respondents who 
acknowledged influences from non-manga artists (N=54), almost half of them (48.1%) 
stated that the influence was more dominant than what they received from manga artists. 
When relating to the whole number of respondents who could draw (N=121), this result 
however only showed little influence of non-manga artists because it only affected 26 
respondents (21.5%). It is also interesting to note that regarding with influential 
Indonesian manga artists (N=12), 58% respondents were inspired with the artists who 
their selves showed a strong influence of manga.  
Results of respondents’ rating concerning perceived easiness, satisfaction and self-
efficacy in imitating visuals of manga showed average means above four, in seven points 
Likert scale (Figure 4.6). These suggested that respondents found drawing by imitating 
visuals of manga as something that is easy to perform (M=4.11, SD=1.68); they found 
satisfaction in their behavior of imitating their favorite manga artists’ visual (M=4.88, 
SD=1.33); and they were confidence in imitating visuals of manga (M=4.19, SD=1.56). 
However, when directly asked whether they would continue this behavior (N=97), only 
34% stated their intention to continue. 
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Note: Perceived easiness in imitating visuals of manga, N=98; satisfaction in imitating 
manga artists’ visual, N=64; self-confidence in imitating visuals of manga, N=97.  
Figure 4.6 Respondents’ attitudes in imitating visuals of manga 
4.4. Discussion 
4.4.1. Emotional factors in manga acceptance among Indonesian readers   
The long history of interaction between manga and Indonesian readers 
demonstrates manga’s capability in establishing a strong emotional relation, even 
becoming part of their life. While the readers turn out to interact irregularly, both in term 
of number of times and titles they read during particular time, they show intimate 
experience with manga. This is evidenced in which the readers produced such a vast 
number of favorite manga titles and detailed explanation in expressing their experience 
with manga. 
Another aspect that emerges from the results is the support of social peers. Most 
of readers acknowledged the role of people around them in their introduction toward 
manga (50.4%) and their continuing interaction with it (52.8%). This suggests manga as 
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socially friendly media and easily disseminates through social connection, which 
supported Bandura’s theory on media’s influence through socially mediated pathway in 
producing large scale changes. 
Indonesian readers welcome manga’s broad range of themes and their preferences 
are not strictly confined toward gender preference. While the majority of respondents are 
female (59.1%), shounen genre still dominated the top rank of their favorite manga titles 
(One Piece, Naruto and Case Closed).  Titles depicting main characters’ ordinary life 
(Yotsuba &! and Hai! Miiko) are also popular, which strongly relates to readers’ favorite 
themes: action-adventure, comedy, fantasy and slice of life.  Action adventure theme 
provides high adrenalin experience by putting the readers inside the action; comedy gives 
comic relief for relaxing feeling; fantasy serves as an outlet into land of imagination; 
while slice of life provides a window to the ordinary life in Japan. Moreover, manga has 
the ability to mix all of these seems unconnected themes into one comprehensive story. 
These features enable manga to attract a wide range of Indonesian readers, since one title 
could fulfill the liking of so many readers.  
The theme of slice of life also seems to be embedded in every manga titles, even 
within the fantasy theme, providing an affordable and most convenient way to experience 
Japanese’s life. These would fulfill the curiosity of young Indonesians about Japan as an 
extra ordinary country of unique culture and traditions.  Result from the questionnaire 
revealed Indonesian readers’ curiosity on Japanese gourmet (79.2%), daily life (77.8%), 
pop culture (76.4%) and tradition (75%). Moreover, the slice of life provides abundant 
details and real facts of Japan-related things, even when the setting is still a made-up one. 
For example, Yotsuba manga (story and art by Kiyohiko Azuma, published through 
ASCII Media Works, March 2003 – present) told about the daily life of a five year-old 
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girl in a sub-urban area within Japan. While the story did not specify the actual place or 
setting, all the contents within each story described the ordinary things that the Japanese 
encounter every day in vivid details. This feature makes the story more believable to 
readers as the ‘real’ representation of Japan in which Indonesian readers could connect 
emotionally. Several studies had shown that reading a fact in a story increases the 
likelihood to believe the fact to be true, since stories are mostly true (Bloom, 2010, p. 
167). Moreover, people tend to accept information that confirmed their belief than the one 
that does not (Iyengar, 2010, p. 126).    
Many main protagonists in manga stories came from ordinary people, which 
readers find it easy to connect to.  It is usual to find stories that begin with novice 
characters and readers would then follow them faithfully as they developed into maturity, 
as thought as they grow up together (Ahmad et al., 2006, p. 173). Manga’s common 
themes also emphasize on fighting spirits and overcoming difficulties through one’s 
strength and self-effort, something that Indonesian readers could also closely relate to and 
even becoming their role models. Several respondents acknowledged that their decision 
making in confronting difficulties in their life was inspired by manga’s stories. Study by 
Ahmad, Zpalanzani and Maulana (2006, p. 171) further suggested that these kinds of 
emotional attachment were strongly developed among Indonesian female readers. 
In addition, a number of respondents even agreed that manga had a significant 
impact on their life, as important as helping them deciding their future path. For example, 
manga had triggered their aspiration in becoming illustrators, designers or manga artists. 
It shows that alongside manga’s form as entertainment media, it is also capable of 
providing important source of inspiration and life changing experience. These notions 
relate to Nisbett’s (2004) study which found that Asians are more interested in 
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environment, relationship and substance. They also accurate in perceiving relationship 
between events and believe that they could improve their selves through hard work. The 
perceived similarity between manga’s story and Indonesian readers’ own life seem to 
enable this kind of emotional bonding.    
The artists behind manga’s titles further contributed in readers’ attraction toward 
manga. If readers like the work of particular artists, they are encouraged to find the artists’ 
other works, developing a feeling of loyalty. Detailed and factual references related to the 
stories also interest readers.  They mentioned this as unique way of ‘edutainment’, 
enabling them to gain knowledge while being entertained, especially toward manga with 
themes such as sports, music, or professions.  
Result of respondents’ feeling after reading manga acknowledges that manga 
generally produces positive feelings with inspired as the highest rating. This result shows 
that manga has affected readers emotionally because developing the feeling of being 
inspired requires a close relationship and strong emotional engagement. Respondents’ 
original responses on ‘what manga really mean for them’ in which 28.81% respondents 
acknowledged manga as their source of inspirations further confirmed this result.  
These empirical results suggest that emotion acts as a key role in manga’s rapid 
acceptance among Indonesian readers.  From visual aspects of manga, emotionally 
expressive effects also become the decisive factor in attracting readers. Highly emotional 
scenes tended to trigger relevant emotional feelings. Supporting these arguments, 
respondents are mostly engrossed by characters’ emotional expressions, either through 
facial expressions or gestures/body language, making them closely connected with the 
story. Furthermore, detailed backgrounds along with small details further enhance the 
vivid experiences of being in the same environment.  Both collaborate in building a high 
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degree of immersion as described by results on readers’ level of immersion.  Readers also 
have a tendency of finding their selves emotionally attached to the characters by easily 
identify with them, actively participate within action scenes and able to understand the 
characters’ feeling by looking through their eyes.  
Measurement results of immersion show significant effect with high average 
ratings.  These findings further confirm manga’s capability in emotionally engaging its 
readers, and support previous studies by Schodt (1986), McCloud (1999, 2006) and 
Natsume (2010).  They also support the studies by Cohen (2001), Konijn and Hoorn 
(2005), Jones (2008), Green and Brock (2004) and Busselle and Bilandzic (2009) about 
the importance of immersion in influencing audiences.  
Summarizing, manga has a strong tendency in providing emotional engagement 
toward its readers.  Manga is capable in providing positive perception in the form of 
psycho-pleasure and ideo-pleasure, through the masterful ability from manga artists in 
providing powerful and rich experiments within manga and the readers’ matching ability 
in perceiving it. It is closely related to Patrick Jordan’s theory of emotional connection 
between user and entity and Norman’s theory on emotional design that attractive things 
perform better (Norman, 2004). 
4.4.2. Readers and manga visual attractiveness 
Besides confirming emotional expressive effects as the major factor of manga 
visual attractiveness, Indonesian readers also acknowledged iconic characters, small 
world details and broad variety of character designs as the other significant factors.  
Characters and world building department are important aspects in creating the visual 
universe of manga, in which the story would take place and connect to readers’ 
imagination.   
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In the term of character design, Indonesian readers seem attracted toward 
distinctive characters in both in visual appearances and characterization, especially if the 
characters are full of emotion and the way they express that emotion. It is common to see 
various changes in characters’ facial expressions, unique iconic symbolizations even 
extreme changes in body sizes to express their state of action and emotion. The characters’ 
stereotypical big eyes also prompt readers’ attraction, since the eyes could communicate 
and express the characters’ emotional feeling effectively. They also add the characters’ 
distinctiveness factor, which strongly associated with Japanese way of expressing their 
feeling (Yuki et al., 2007).  
The characters’ distinctive big eyes, along with their body proportion (described 
by respondents as sleek and slender bodies, pointed noses and small mouths) were also 
perceived as manga’s visual similarities as described by Cohn (2007).  This kind of visual 
stereotyping contributes to readers’ perception of what differentiates manga with other 
comics, especially toward American and European comics, and becomes one of the 
appeal factors in liking manga.   
4.4.3. Manga’s impact toward readers’ drawing preferences 
Readers’ liking in reading manga correlates with their subsequent behavior in 
imitating its visuals. From 121 Indonesian manga readers who could draw, the majority 
(81%) openly admitted their drawings were influenced by manga’s visual. While not all 
of them are exclusively inspired by visuals of manga, with less than half respondents 
(44.6%) mentioned that they also influenced by non-manga artists (especially American 
comic artists), manga’s influences are still the dominant factors. 
Attractive visuals within manga again contribute as one of the main factors in 
triggering the readers’ intentions to imitate its visual in their drawings. Readers listed 
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aspects within manga visual attractiveness such as characters’ visual expressions, 
characters’ good looking appearances, fashionable costumes, expressive line drawings, 
and simple yet eye-catching character designs. However, these original responses did not 
describe specific features of manga’s visuals which they found attractive.  Respondents 
just mentioned that visuals of manga somehow are suitable to their own preferences and 
they enjoy in drawing with that kind of visuals.   
Other factors that trigger readers’ intentions are their long interaction with manga, 
manga as their visual references, their familiarity with manga (probably enforced by their 
long relation with it), and suggestion that manga’s visuals are easy to imitate. Manga’s 
common visual pattern of combination between simple iconic characters with realistic 
background could suggest this opinion. However, measuring readers’ opinion that 
imitating visuals of manga is easy to perform, the result suggested just a slight agreement 
from the readers.  
Admiration toward favorite manga artists gives the biggest contribution in the 
imitating behavior (63.49%).  Manga artists with the biggest influence among the readers 
seem to match up with their favorite manga titles. Takeshi Obata (Death Note), Eichiro 
Oda (One Piece), Takehiko Inoue (Slam Dunk), CLAMP (Card Captor Sakura) and 
Masashi Kishimoto (Naruto) are chosen as the most influential manga artists, and most of 
these artists’ works also voted as the readers’ favorite titles.  The results also suggest that 
readers tend to combine influences from various manga artists to improve their drawing 
skills.  This kind of admiration feeling provides them with satisfaction feeling whenever 
they could create similar visuals. Measurement of the readers’ self-efficacy produced a 
slightly positive confidence in imitating visuals of manga. These results suggested that the 
readers perceive the visuals of manga as a challenge which are worth to achieve, and that 
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achievement would provide them with great satisfaction.   
Relating to readers’ intention to continue in imitating visuals of manga, 
surprisingly, the majority (66%) expressed their refusal to continue.  This suggests that 
imitating visuals of manga only acts as a point of entry in developing their own drawing 
skills. They feel that manga is a suitable form in developing their basic drawing skills and 
after mastering it, they continue to open up for wider influences to pursue their own 
identity. This strongly corresponds to the six steps of creation (McCloud, 1999, p. 170), in 
which the readers would not feel satisfaction only in achieving excellent craft and surface, 
but want to find their own idiom as self-actualization. McCloud (2006, p. 222) described 
this process as looking beyond the surface of styles into fundamental ideas and effects 
behind them.   
In the case of manga, the manga-influenced Indonesian readers would adopt its 
visuals and storytelling techniques as the foundation to convey their own stories, using 
the people they know, the places they live in and the emotion they truly feel and sense. 
Several works of current Indonesian comic artists, such as Is Yuniarto (Garudayana, 
2009, http://www.vanguard-zero.deviantart.com/) and Azisa Noor (Satu Atap, 2009, 
http://scarlet-dragonchild.deviantart.com/gallery/), show a smooth collaboration between 
visuals of manga and Indonesian culture and daily life.  Interestingly, the works from 
these artists have begun to attract the respondents’ attention, with several of them citing Is 
Yuniarto’s and Azisa Noor’s as one of their inspirations and influences.  
It suggested that these readers have the strong awareness that the imitation process 
of manga only act as a ‘basic training’ in developing their drawing skill. They refused to 
only become imitators, but to seek further to develop their own visual style and identity, 
perhaps by opening themselves up to broader visual influences. It seemed that during 
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recent development, manga’s influence has not been perceived as a ‘common enemy’ 
anymore, but with more positive attitudes as the stepping stone in enriching Indonesians’ 
visual identity.  However, this assumption still needs further investigation. 
4.5. Summary 
 This chapter concludes that manga’s fast acceptance and popularity among 
Indonesian readers was based on four appeals: 
a. Perceived attractiveness. 
Readers are emotionally attracted toward manga through its distinctive 
visuals and emotional contents. These features enable for the creation of 
intimate relationship between manga and its readers, by amplifying readers’ 
sense of participation and immersion into its universe. Subsequently, readers’ 
appreciations toward manga (especially its stylish visuals) along with the 
admiration toward their favorite manga artists trigger their behavioral intention 
in imitating its visual.  
b. Perceived easiness in imitating its visuals. 
Manga’s iconic visualization of characters was perceived as simple yet 
fascinating. The slightly distorted proportions of human characters made a 
general assumption that drawing manga does not require extensive knowledge 
on human anatomy as American and European comics do, therefore easier to 
imitate. 
c. Perceived similarity within manga’s stories. 
Readers also found that manga stories and themes closely resemble their 
life, further enforcing the relationship. Ordinary main protagonists and their 
self-effort in achieving their goals seem inspired readers to do the same thing in 
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their real life. This kind of perceived similarity between manga’s story and 
Indonesian readers’ own life seem to enable this kind of emotional bonding.    
d. Perceived factuality. 
Through its vast available themes, manga always features believable 
factual references.  These features enable readers in gaining knowledge while 
being entertained and act as logical attraction. Moreover, one of the reasons in 
reading manga is the interest toward Japan which is widely provided through 
various facts within manga.  
 The results from questionnaire study also indicated that the Indonesian readers’ 
main attraction is due to its emotionally expressive contents and visuals, and along 
with the admiration toward particular favorite manga artists, contribute 
significantly in triggering the behavior in imitating its visuals. 
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CHAPTER 5 THEORETICAL MODEL AND HYPOTHESES 
5.1. Theoretical Model 
The study investigates the impacts of visuals of manga toward psychological and 
behavioral reactions of Indonesian readers. One of the observed behaviors is their way of 
drawing by imitating the style commonly found in the Japanese manga.   
In this regard, we begin with interaction between manga and Indonesian readers. 
Previous studies suggested that manga has more advantages in the perception process, 
relying on its ability to put the reader inside the story, developing the deep feeling of 
immersion which is achieved through manga’s specific visual storytelling techniques 
(Allen & Ingulsrud, 2008; Cohn, 2007; Ingulsrud & Allen, 2009; McCloud, 1999, 2006; 
Natsume, 2010; Schodt, 1986). Literature studies also suggested that the feeling of 
immersion is important in influencing audiences (Busselle & Bilandzic, 2009; Cohen, 
2001; Jones, 2008; Konijn & Hoorn, 2005; Park et al., 2010). 
The other aspect of manga that attracts readers is the simple and distinctive style 
of visualization in the character design. Moreover, the style is easy to study since manga 
uses simple lines to form the characters. Ahmad and Zpalanzani (2009) argued that 
drawing manga’s characters do not require the extensive anatomical knowledge as with 
American and European comics, which add another advantages in encouraging readers to 
imitate the visuals.  
Through the interaction, readers would produce positive psychological response in 
two forms. First, they perceive manga as attractive and arousing media, in which they 
establish strong emotional attachment. Second, they perceive the simple yet fascinating 
visual of manga as easy to imitate. Moreover, their attractions toward particular manga 
artists further strengthen the intention to draw similar visuals. These processes then 
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manifest in their behavioral reaction in imitating visuals of manga. Results from study 
one (see previous chapter) confirmed this initial conception. Figure 5.1 summarizes the 
diagrammatic process that leads to such behavior. 
 
Figure 5.1 Process that leads toward behavior in imitating visuals of manga 
To further explain the process between psychological responses and manifestation 
of behavioral reaction, we adopt a model from self-efficacy and expectancy theory (see 
Figure 3.3) which relates the antecedents of four constructs of self-efficacy to both self-
efficacy and outcome expectancy. The model also predicts that self-efficacy and outcome 
expectancy would impact behavioral intention in performing a task through attitude 
toward the task itself. Based on the literature and the context of this investigation, a model 
is constructed by integrating the diagrammatic process and the model of self-efficacy and 
expectancy theory (Figure 5.2). 
 
Figure 5.2 Study’s theoretical model 
In this theoretical model, the antecedents of perceived attractiveness and perceived 
easiness in imitating similar visuals are included and act as the constructs that positively 
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affect to both self-efficacy and outcome expectancy. The relationships between each 
construct are assumed as positive; therefore improvement in one construct would affect 
positively toward the other ones.  
Perceived easiness, which refers to perceptions of how easy to perform a task, 
improves an individual’s perception of self-efficacy and the value of outcome expectancy. 
The easier a task is to perform, the more likely an individual will maintain the behavior. 
Previous experience in successfully performing the task (mastery experience) would 
further improve the perceived easiness, thus produces higher self-efficacy and 
expectations. 
Perceived attractiveness refers to emotional arousal developed through media 
interaction. As emotion plays an important part in human acceptance for an entity, if we 
are attracted/emotionally aroused toward the entity, a better performance in related 
activity is highly expected.  This relation also improves an individual’s self-efficacy and 
outcome expectancy. 
Because manga is argued in producing a high level feeling of immersion and 
participation, the measurement of perceived attractiveness should cover a complete 
emotional experience. In this regards, the perceived attractiveness would include four 
aspects which represents arousal, representation and participation, inspiration and 
emotional responses. Representation and participation aspect consists of four sub-aspects: 
engagement, parasocial interaction, spatial presence and social presence. 
5.2. Hypotheses 
Based on the theoretical model and the three research questions (see chapter one), 
four hypotheses were then proposed. Three hypotheses relate toward arguments of the 
establishment of strong emotional connection between manga and Indonesian readers as 
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the main reasons behind the behavior in imitating its visuals while one hypothesis tests 
the relationship and strength of association within the perceived attractiveness and 
perceived easiness and the aspects of behavioral intention. 
First, it is proposed that the perceived attractiveness produced by reading manga is 
the key factor in its wide acceptance among Indonesians, which subsequently affected 
their behaviors in imitating its visuals. Thus we provided the first hypothesis: “Manga’s 
reading experience would produce significantly higher rating in perceived attractiveness 
compare to the experience in reading non-manga comics”. 
Second, it tried to explore whether visuals of manga produces higher perceived 
easiness in imitating its visuals. Perceived easiness here also refers to the believe that 
based on the previous experience, readers have the confidence to masterfully produce 
similar visuals. It derived from findings on readers’ assumption that since visuals of 
manga seems simple, they are easy to master. This served as the second hypothesis: 
“Manga’s visuals would produce significantly higher rating in perceived easiness in 
imitating the visuals compare to non-manga comics”. 
Third, it tried to investigate whether manga also produces higher level of 
behavioral intention aspects in imitating the visuals compare to non-manga comic books. 
This argument serves as the reason why many readers tend to choose visuals of manga 
than the non-manga, proposing the third hypothesis: “Manga’s visuals would produce 
significantly higher rating in behavioral intention aspects to imitate its visuals compare 
to non-manga’s visuals, closer to readers’ personal preferences as the control group”.    
Lastly, developing from the self-efficacy theory with combination of expectancy 
theory, we proposed that the perceived attractiveness and perceived easiness (as two 
constructs of self-efficacy and outcome expectancy) of manga would affect readers’ self-
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efficacy and outcome expectancy, further enforcing the attitude and behavioral intention 
to imitate its visual. Therefore the fourth hypothesis: “Perceived attractiveness and 
perceived easiness of manga have a significant correlation and strength of association 
with self-efficacy and outcome expectancy, which in return would impact the attitude and 
behavioral intention in imitating its visuals”. 
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CHAPTER 6 STUDY TWO: EXPERIMENT 
6.1. Introduction of Study 
The experiment tried to investigate further by addressing the four hypotheses 
developed from the research questions and initial discussions, utilizing an experiment 
model. The model (Figure 6.1) was developed from the context that reading manga would 
first trigger perceived attractiveness, followed by perceived easiness in drawing similar 
visuals among Indonesian readers. These two aspects then produced self-confidence and 
expectancy that inspired the readers to improve their drawing skill through 
copying/imitating process and decide to make visuals of manga as their main visual 
references. The model constructs the path of positive relationship between perceived 
attractiveness, perceived easiness in drawing similar visuals, self-efficacy, outcome 
expectancy, attitude and behavioral intention in imitating visuals of manga. 
 
Figure 6.1 Experiment model 
6.2. Methodology 
6.2.1. Participants 
University students of Art and Design program from three universities located in 
Bandung: Bandung Institute of Technology (ITB), National Institute of Technology 
(ITENAS) and Maranatha Christian University, along with fresh graduates from Art and 
Design program of ITB (N=107; 53 male and 54 female; M age=20.8; SD=1.45; range 
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18-26) participated in the experiment.  
The participants were selected based on suggestion that most of them are still in 
the middle of art education process and still developing their drawing technique, therefore 
are open for external visual influences. Four participants failed to follow instructions for 
the questionnaire completion (over 10% of items were skipped) and were excluded from 
analyses, leaving a total of 103 responses being analyzed. 
Participants mostly have a long relation with comics. From 101 responses, 87.1% 
has been reading comics for more than three years, with around 7% for less than two 
years. Small number of participants (5.9%) has just begun their interaction with comics. 
38.8% from 98 participants spent an average between one to two hours reading comics 
each day, with other 28.6% between 30 to 45 minutes, 21.4% less than 30 minutes, while 
only 11.2% read comics for more than three hours each day.  96 participants (93.2%) 
mentioned at least one manga title as one of their favorite comics. 
6.2.2. Stimuli 
Visual stimuli 
Prior to the experiment, we conducted a questionnaire study to obtain data on 
Indonesian readers’ perception toward Japanese manga. Results showed that these readers 
mostly interested in manga with action adventure theme and acknowledged that 
emotionally expressive effects as the most attractive visuals. Therefore, the stimulus 
utilized for the study should represent these characteristics: attractive, fitted with suitable 
theme (action adventure) and expressive emotionally visual content. Non-manga stimulus 
was also chosen with consideration in representing relatively similar features. 
The comic books utilized for this study are Naruto (Masashi Kishimoto, 1999) and 
The Adventure of Tintin (Herge, 1968). Naruto (issue 53) is a shounen manga (manga for 
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boys) and follows the adventure of young protagonist Naruto Uzumaki in becoming the 
leader and the strongest ninja in his village. This particular issue focuses on the meeting 
between Naruto and his departed mother, who told him the story of his birth and how both 
of his parents sacrificed their life for him. Approximately 36% of the panels in Naruto 
contains action scene. It has been listed as the best selling manga for the last four years 
from Elexmedia Komputindo, the biggest manga publisher in Indonesia.  Naruto was also 
chosen as one the most popular manga titles by both male and female respondents 
(N=127) from the previous study (see Table 4.1, page 42). Moreover, result from the 
same study also showed Masashi Kishimoto as one of the most influential artists and his 
artworks has become the role model for the imitating process 
The Adventure of Tintin (issue Flight 714 to Sydney) follows the protagonists’ 
(Tintin, Captain Haddock and Snowy) adventure in a small island within Indonesian 
archipelago to prevent a robbery attempt on an eccentric millionaire.   Approximately 
24% of the panels in Tintin contains action scene. Tintin is also well-known among 
Indonesian comic readers for its sophisticated visuals and straight adventure story 
(Ahmad et al., 2006, p. 98).  It was also voted as the most read non-manga comics from 
previous study.  Tintin visuals offered detailed background drawings which were based 
on factual settings. 
Because of the popularity of both comic books within Indonesian readers (as 
supported by the previous study’s results), the participants were assumed to be familiar 
with them, especially toward their respective visuals. This should enable them to produce 
genuine accuracy in measuring their intention in imitating the visuals from each stimulus. 
Regardless of the comic book condition, all participants read completed storyline. 
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Figure 6.2 Visual stimuli: Naruto to represent manga (left) and The Adventure of Tintin (right) 
to represent non-manga comic books. Copyright 2011 and 2008 by Copyright Holders. 
Participants’ personal visual preference 
Based on consideration of the high possibility that both chosen visual stimuli 
(Naruto and Tintin) still could not represent the visuals being imitated by the participants, 
we introduced a third stimulus: personal preference. The third stimulus was obtained 
through the third questionnaire by asking participants about what kind of visuals that 
become their main visual inspiration and references in their drawings. They were free to 
choose whether the visuals came from American comics, European comics, Japanese 
comics, other comics or non-comics (such as illustrators or animators).  Then they were 
asked to mention the name of the artists. While the participants were requested to name 
one of the most inspired visual references, numerous of them produced multiple answers.  
From 103 participants, 72.81% mentioned Japanese comics as their main visual 
inspirations and references, followed by non-comics with 40.77%. American and 
European comics scored lower with 18.45% and 17.47% respectively (Figure 6.3). The 
result showed that manga was still the biggest influence in shaping Indonesian readers’ 
drawing style.  
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Figure 6.3 Participants’ personal visual references 
6.2.3. Design and measurements 
The experiment utilized within-subjects designs with every participant took part in 
all conditions. Within-subject design was chosen because it is important to obtain results 
from the same participant for two to three different stimuli. Precautions were made to 
minimize the problems commonly found with this type of design, by randomizing the 
stimuli for each participant.  For each experiment session, it had been arranged that the 
number of participants who began with manga and non-manga stimuli were relatively 
equal.    
At the beginning of each session, the participants were briefed that the experiment 
was aimed to rate their responses toward certain comics and whether those comics 
affected their behavioral intention in shaping their drawing style. The participants then 
were informed about three phases in this experiment (Figure 6.4) then were given the 
randomized first stimulus. The first phase required the participants to read the stimulus, 
before filing out the first perceived attractiveness and behavioral intention questionnaire. 
Reading the complete stimulus was necessary to produce a reading experience since the 
study took from the argument that the habit of reading manga has shaped the behavior of 
imitating its visuals. The procedure was repeated for second phase, utilizing the opposite 
18.45% 17.47%
72.81%
10.68%
40.77%
0.00%
10.00%
20.00%
30.00%
40.00%
50.00%
60.00%
70.00%
80.00%
American comics European comics Japanese comics Other comics Non-comics
69 
 
stimulus and the same questionnaire with randomized order. If the participants first began 
with manga, he then read non-manga comic book on the second phase; and vice versa.   
 
Figure 6.4 Three experiment phases performed in this study 
The third phase required the participants to fill out the third questionnaire 
(consisted of only behavioral intention questionnaire) based on their previous experience 
without on-hand stimulus. The experiment ended after filling out the forth questionnaire 
on participants’ demographic information, comic interaction history and liking level 
toward manga and non-manga stimuli.  The participants then were offered small gifts for 
their participation then were dismissed. The average time needed to complete the whole 
experiment was ninety minutes.  
Participants were allowed to perform their usual manner in reading comics 
without time limitation.  The experiments were mostly performed in a room with normal 
condition in the one of the meeting room at the Visual Communication Design program 
of ITB. Each session allocated an average of six to seven participants.  Only in the last 
three sessions, the experiments were carried out with larger number of participants (14 to 
24 persons), since they were carried out in different locations. 
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6.2.4. Questionnaire 
Perceived attractiveness questionnaire  
The self-report questionnaire measured seven aspects of perceived attractiveness: 
engagement; inspiration; arousal; spatial presence; social presence; parasocial interaction 
and emotional response after reading manga and non-manga comic books.  It was adapted 
from the Temple Presence Inventory (Lombart and Ditton, 2007, as cited in Jones, 2008), 
narrative engagement scale (Busselle & Bilandzic, 2009), study on violence on comic 
books and its influence (Kirsh & Olczak, 2000) and manga visual storytelling techniques 
(McCloud, 2006). Items for emotional response utilized semantic differential which were 
based on the results of expressions feeling from the questionnaire stage (see chapter four). 
Each selected adjective was accompanied by its bipolar expression.  
Behavioral intention questionnaire 
The items for behavioral intention measurement were developed to measure 
participants’ perceived easiness in drawing similar visuals; self-efficacy; outcome 
expectancy; attitude and behavioral intention as the link of an individual’s cognitive state 
to a variety of behavioral outcomes related to the imitating visuals of the three stimuli: 
manga, non-manga and personal visual preference. The questionnaire’s fifteen items were 
mainly based from study by Baker-Eleveth and Stone (2008) on the expectancy theory; 
with Guides for Self-efficacy Scales (Bandura, 1997) as an additional reference.  
6.3. Experimental study 
Ten participants from undergraduate students of Visual Communication Design of 
ITB (M age=19.9) participated in the experimental study.  This study utilized simpler 
methods in which the participants were asked to compare their perceived attractiveness 
between reading manga and non manga. For measuring behavioral intention, the 
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participants were asked to measure them based on their personal visual preferences.  The 
questionnaire for experimental study had fewer items with 25 items for perceived 
attractiveness and 15 items for behavioral intention.  
For the perceived attractiveness result, there was no significant difference in the 
scores for manga (M=4.87, SD= .75) and non-manga (M=4.99, SD=1.15) conditions; 
t(9)= –.268, p = .794.  For the behavioral intention result, only three participants (30%) 
mentioned that they were inspired by manga visuals. Therefore further analysis was not 
performed due to lack of available data.  Reliability test for manga’s perceived 
attractiveness produced a Cronbach’s alpha of .875 (25 items, N=10), while score for 
non-manga was .967.  The scale of behavioral intention produced Cronbach’s alpha score 
of .495 (15 items, n=10).  These results showed that the measurement for perceived 
attractiveness was highly reliable, while the measurement for behavioral intention needed 
further improvements, both in the developing the items and procedure.  Refining the 
measurements for the main experiment was then performed based on the experimental 
study’s results.  
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CHAPTER 7 RESULTS AND DISCUSSIONS 
7.1. Participants’ Familiarity toward Visual Stimuli 
Participants were more familiar with manga visual stimuli utilized for this 
experiment. 78.3% participants acknowledged that they have read the Naruto series prior 
to the experiment, compared to 54.4% participants who have read the Tintin series. For 
those familiar with the Naruto series, 36.9% participants have read more than 25 volumes 
of Naruto with 53 available volumes when the experiment was performed.  This could 
suggest that many of the participants are regular readers of Naruto series. In contrast, only 
1% participants read 20-24 volumes of Tintin, which 24 volumes are the total number of 
the series. 32% participants only read one to four Tintin volumes. 
7.2. Questionnaire’s Reliability 
A reliability measurement of Cronbach’s alpha was performed on both perceived 
attractiveness and behavioral intention questionnaires (Table 7.1). Perceived 
attractiveness measurement (30 items, n=103) for manga produced a Cronbach’s alpha’s 
value of .960. The measurement for non-manga gave a Cronbach’s alpha’s value of .952. 
Both values suggested a high level of internal consistency for the scale. One particular 
item, semantic differential measurement on Happy–Sad on manga, suggested that a 
removal of this item would produce a higher Cronbach’s alpha (.965) with low Corrected 
Item-Total Correlation (.034).  However, the storyline of the stimulus (Naruto vol. 53) 
which included a touching scene (the protagonist finally learnt about his parents who both 
died after he was born) could be the reason for the various ratings between the feeling of 
happy and sad. These would support the argument that one story of manga could 
produced a wider range of emotion. The same measurement on non-manga produced 
normal score.  Therefore, the item was kept for analysis.  
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The behavioral intention questionnaire of manga (15 items, n=103) produced a 
Cronbach’s alpha value of .910 with the non-manga measurements gave the value of .880. 
The measurement for the scale based on the participants’ personal visual preferences 
produced a Cronbach’s alpha value of .899. These values also suggested a high level of 
internal consistency for the scale.  However, an analysis done on each items showed that 
the removal of one item on Attitude (Drawing inspired by this comic did not produce 
much effect in improving my drawing skills in achieving the level that I want) would 
produced higher Cronbach’s alpha values (manga= .928; non manga= .896; personal 
preferences= .919) with low Corrected Item-Total Correlation (manga= –.088; non 
manga= –.051; personal preferences= .107) for this item.  Therefore, this item was 
removed from analysis. 
Table 7.1 Reliabilities, means and standard deviations of the perceived attractiveness and 
behavioral intention questionnaires 
Measurement Scales  M SD Items 
Perceived attractiveness: manga .960 4.84 1.14 30 
Perceived attractiveness: non-manga .952 3.88 1.03 30 
Behavior  intention: manga .910 (.928*) 4.22 1.21 15 (14*) 
Behavior  intention: non-manga .880 (.896*) 4.15 1.00 15 (14*) 
Behavior  intention: personal preferences .899 (.919*) 5.44 0.97 15 (14*) 
Note: N=103. The missing values were replaced by the scale mean.   
*Corrected values after removal of one item from Attitude dimensions. 
7.3. Perceived Attractiveness Comparison between Manga and Non-manga 
7.3.1. Results 
We conducted MANOVA analysis to test the hypothesis that reading manga 
would produce higher perceived attractiveness than non-manga comic book, with two 
levels (manga and non-manga stimuli) from one  independent variable and seven 
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dependent variables (level of arousal, engagement, parasocial interaction, inspiration, 
social presence, spatial presence and emotional response). Result for overall perceived 
attractiveness showed there is significant difference between manga and no-manga, V = 
0.49, F(7,96) = 13.23, p < .001.  
For each dimension of perceived attractiveness, all Maulcy’s tests indicated that 
the sphericity was met. There were significant main effects between manga and non-
manga in the level of arousal F(1, 102) = 8.76, p < .005, engagement F(1, 102) = 61.26, p 
< .001, parasocial interaction F(1, 102) = 61.60, p < .001, inspiration F(1, 102) = 29.80, p 
< .001, social presence F(1, 102) = 22.18, p < .001, spatial presence F(1, 102) = 6.46, p 
< .05, emotional responses F(1, 102) = 30.40, p < .001. Contrasts and post hoc analyses 
using Bonferroni correction showed that manga’s perceived attractiveness was 
significantly higher compare to non-manga in all dimensions (Figure 7.1). The highest 
mean differences were scored on engagement and parasocial interaction with the lowest 
one on spatial presence.  
 
Figure 7.1 Means of perceived attractiveness between manga and non-manga 
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Result of semantic differential from emotional response dimension showed manga 
was mostly perceived as the more positive emotion, with the biggest differences were 
scored on emotional and dynamic values. The lowest value was scored on Happy-Sad, 
with manga was perceived to produce relatively sad feeling compare to non-manga. These 
mostly positive feelings would affect readers’ attitude toward it (Figure 7.2).  
 
Figure 7.2 Comparative results between manga and non-manga stimuli 
7.3.2. Discussions 
The results supported the argument that manga with its distinctive visual and 
storytelling has the advantage in being perceived as more attractive by its readers.  From 
the seven aspects of perceived attractiveness, manga excelled in all aspects compared to 
non-manga. Engagement and parasocial interaction dimensions, which measured the 
readers’ level of participation and involvement within the story’s universe and characters 
interaction, showed the biggest means difference.  In this case, manga successfully 
engages Indonesian readers to both participate and relate to the story and characters more 
than non-manga could provide because engagement produces strong feelings toward 
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stories, even toward characters and/or events that actually perceived as non-existence 
(Bloom, 2010). It is suggested that Indonesian readers found them selves more related 
with manga visual storytelling techniques, especially toward emotional-related visuals.  
Inspiration dimensions also scored large means differences, which confirmed the 
result obtained from previous study that reading manga enacted the feeling of inspiration 
among its readers. The manga stimulus used in the experiment dealt with stories about 
young ninjas and their effort in becoming the best ninja of all seems affected and inspired 
the readers; in comparison with the straight action story in crime fighting from the non-
manga stimulus. This suggests that Indonesian readers seem to find encouragement and 
could relate to stories among manga with their own experiences (perceived similarity), 
even when the manga universe seems quite unrelated to their own by looking at the 
essence and context of the story. Gladwell (2000) described this attitude as ‘the power of 
context’ which one of the factors behind the tipping point phenomena, turning one 
condition into an unstoppable force of influence.  
The smallest means difference was measured on the spatial presence. This could 
relate to the fact that both manga (Naruto) and non-manga (Tintin) used on the 
experiment featured very realistic environmental drawings, providing similar level of 
spatial presence.  Detailed backgrounds along with small details enhanced the vivid 
experiences of being in the same environment, providing a high degree of immersion.   
Looking into the result from semantic differential, overall manga provided 
positive emotions with large mean differences compare to non-manga, excluded the 
Happy - Sad. Readers mostly perceived manga as highly emotional and dynamic, which 
could relate with the extensive use of subjective motion which put the readers inside the 
action and emotionally expressive effects through characters’ emotional expressions. 
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Manga also managed to trigger a wide range of emotion, with readers showed a wider 
range of feeling between sad and happy (SD = 1.968), a feature that did not show on the 
non-manga stimulus (SD = 1.116). These would relate to the arguments that highly 
emotional scenes tended to trigger relevant emotional feelings. It is suggested that 
emotional feeling triggered by manga played an important role in manga’s acceptance and 
influence toward Indonesian readers. 
It is interesting to note that in term of visualization, European comics also featured 
a mixed of cartoon characters with realistic backgrounds in the similar manner of 
Japanese manga (McCloud, 1999). More over, European comic also featured colorful 
visuals, which portrayed its universe as in the real world, while the visuals of manga were 
presented in black and white. However, manga still produced higher arousal and 
emotional response, despite its lack of colors and similar approach in term of characters-
backgrounds visualization. This suggests that perceived attractiveness produced while 
reading comics are more than just focus merely on visuals, but also on emotional bonding 
between the comic and its readers.  
Moreover, how individuals like a medium, in this case manga, could affect how 
they will engage it which further affect the individuals’ social cognition (Kirsh & Olczak, 
2000). In the present study, the results indicated that Indonesian readers liked manga 
(M=5.21, SD=1.61) significantly more compare to non-manga (M=4.08, SD=1.68), with 
t(102) = 4.829, p <.001, two-tailed, with significant correlation with the higher degree of 
manga’s perceived attractiveness (r = .654, n = 103, p < .001, two-tailed). So, it is 
suggested that manga produces more impact toward the readers’ social cognition than 
non-manga which could further affect their behavior.  
78 
 
7.4. Perceived Easiness Comparison between Manga and Non-manga 
7.4.1. Results 
We conducted paired t-test with one IV with two levels (manga and non-manga) 
and one DV (perceived easiness) between manga (M=3.85, SD=1.48) and non-manga 
(M=3.88, SD=1.43). Result showed that there was no significant difference with t(102) = 
–.119, p = n.s., two-tailed. Manga’s means average was revealed as a lower value than 
non-manga.  
For further analysis, we then conducted a MANOVA on each item of perceived 
easiness with one IV with two levels (manga and non-manga) and three DVs (had 
imitated the visuals, visuals are easy to imitate and masterful in imitating the visuals). 
Result for overall perceived easiness showed there is significant difference between 
manga and no-manga, V = 0.11, F(3,100) = 4.28, p < .01. For each dimension of 
perceived easiness, all Maulcy’s tests indicated that the sphericity was met. There was a 
significant main effects between manga and non-manga in visuals are easy to imitate (‘I 
felt drawing with visual style from this comic is a relatively easy thing to do or follow’) 
F(1, 102) = 3.22, p < .05. However, manga (M=3.89, SD=1.60) scored lower average 
means than non-manga (M=4.34, SD=1.72), which suggested that manga is perceived as 
more difficult to imitate. The other two items of perceived easiness (had imitated the 
visuals and masterful in imitating the visuals) did not show significant differences (Figure 
7.3 and Table 7.2).  
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Table 7.2 Mean differences, degree of freedom, F and p value from perceived easiness 
between manga and non-manga 
Items Mean 
differences 
df F p value 
I have adapted (been inspired by) the visual 
style of this comic into my own style of 
drawing (Had imitated the visual). 
.51 1, 102 3.22 .076 
I felt drawing with visual style from this 
comic is a relatively easy thing to do or 
follow (Easy to imitate). 
–.48 1, 102 4.58 .035 
I felt that I am able to imitate the visual 
style of this comic well and proficiently 
(Masterful in imitating the visual). 
–.13 1, 102 0.38 .538 
 
 
Figure 7.3 Means of perceived easiness between manga and non-manga 
7.4.2. Discussions 
Contrasting finding was found in the measurement of perceived easiness in 
imitating visuals of manga and non-manga.  The mean difference showed negative value, 
suggested that manga produced lower scores compared to non-manga.  This could be 
interpreted that imitating visuals of manga was perceived as something more difficult to 
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do. It was assumed previously that unlike their western counterparts that focus deeply on 
the knowledge of basic human anatomy, manga focuses on creating simple yet stylish 
characters, which made it easy to imitate (Ahmad & Zpalanzani, 2009). However, result 
from the questionnaire study had suggested that drawing manga is not as simple as 
previously thought, producing average values just above the midpoint (M=4.11, SD=1.68, 
see page 49). Therefore, this kind of contradictive result should have been expected. 
The result suggests that the previous experiences in imitating visuals of manga do 
not impact much on their subsequent behavior. Other possible explanation is that they do 
not have high confidence in self-evaluating their own drawing abilities in comparison to 
the visual stimuli utilized in the experiment. 
The stimuli utilize for the experiment could also affect the outcome. On one hand, 
Naruto’s visual utilized detailed drawings, expressive gestures and extreme point of view 
which showed distorted body proportions; hence it required extra skills in achieving them.  
The nature of manga appearance in black and white using delicate cross-hatching and 
screen tones techniques could also be perceived as something difficult to achieve. Tintin, 
on the other hand, while also utilizing detailed drawings, were filled with plain colors and 
utilizing normal gestures and point of view, which could tone down the level of details 
perceived by the participants. Flat colors utilized in Tintin comics seemed to create a kind 
of democracy of form, delivering a completely objective world (McCloud, 1999, p. 190). 
Participants’ history in interacting with the stimuli could also affect the outcome. 
The more individuals are exposed to idea, the more they like it, producing positive outset 
(Iyengar, 2010, p. 149). The longer their interaction is, the more they will appreciate the 
stimulus, such as the level of visual details and complexities. They could have imagined 
how to produce such visuals, even had tried to imitate them, therefore putting the effort in 
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imitating the style as higher compared to effort toward the visuals they just see. Another 
possible factor is the way participants perceived the stimuli. The visuals that inspire them 
could be perceived as something higher and worth to aim for; therefore would be rated as 
difficult to achieve.  
7.5. Behavioral Intention Comparison between Manga, Non-manga and 
Readers’ Personal Preferences 
7.5.1. Results 
To find whether manga also produced significantly higher behavioral intention in 
imitating visuals than non-manga and closer toward readers’ personal preference as 
control, we conducted MANOVA analysis with one IV with three levels (manga, non-
manga, personal preferences) and four DVs (self-efficacy, outcome expectancy, attitude 
and behavioral intention). 
Maulcy’s test of sphericity conducted for each measurement revealed two 
violations on self-efficacy and outcome expectancy (p < .005), while sphericity was met 
on attitude (p = .058) and behavioral intention (p = .089). Analyses using Greenhouse-
Geisser correction determined significant main effects between manga, non-manga and 
personal preferences in the self-efficacy F(1.78, 181.89) = 43.71, p < .001, outcome 
expectancy F(1.62, 165.23) = 66.92, p < .001, attitude F(1.90, 193.43) = 16.95, p < .001, 
and behavioral intention F(1.91, 194.90) = 57.17, p < .001. Contrasts and post hoc 
analyses using Bonferroni correction however showed that there were no significant 
differences between manga and non-manga in all dimensions, while personal preferences 
scored significantly higher from both of them.  
The attitude dimensions means showed the three stimuli were different slightly, 
with average means score all above 5.00. These suggested that the copying process in art 
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education (the process of learning to draw by imitating other people’s drawings) 
reinforced positive attitude toward the imitating behavior.  
Table 7.3 Contrasts results of self-efficacy, outcome expectancy, attitude and behavioral 
intention between manga, non-manga and personal preference. 
Measure Stimuli df F p value 
Self-efficacy Manga vs Personal Pref. 1, 102 83.38 .000 
Non-manga vs Personal Pref. 1, 102 75.50 .000 
Outcome Expectancy Manga vs Personal Pref. 1, 102 132.50 .000 
Non-manga vs Personal Pref. 1, 102 128.40 .000 
Attitude Manga vs Personal Pref. 1, 102 26.89 .000 
Non-manga vs Personal Pref. 1, 102 28.83 .000 
Behavioral Intention Manga vs Personal Pref. 1, 102 79.90 .000 
Non-manga vs Personal Pref. 1, 102 111.70 .000 
 
Table 7.4 Post-hoc (Bonferroni) results of self-efficacy, outcome expectancy, attitude and 
behavioral intention between manga, non-manga and personal preference. 
Measure Stimuli Mean 
difference 
Std. 
Error 
p value 
Self-efficacy 
Manga 
Non-manga  .006 .186 1.000 
Personal Pref. -1.298 .142 .000 
Non-manga 
Manga -.006 .186 1.000 
Personal Pref. -1.304 .150 .000 
Outcome 
Expectancy 
Manga 
Non-manga .187 .186 .953 
Personal Pref. -1.437 .125 .000 
Non-manga 
Manga -.187 .186 .953 
Personal Pref. -1.624 .143 .000 
Attitude 
Manga 
Non-manga .092 .136 1.000 
Personal Pref. -.573 .110 .000 
Non-manga 
Manga -.092 .136 1.000 
Personal Pref. -.665 .124 .000 
Behavioral 
Intention 
Manga 
Non-manga .078 .191 1.000 
Personal Pref. -1.592 .178 .000 
Non-manga 
Manga -.078 .191 1.000 
Personal Pref. -1.670 .158 .000 
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Figure 7.4 Means of self-efficacy, outcome expectancy, attitude and behavioral intention 
between manga, non-manga and personal preference 
7.5.2. Discussions 
Comparison of self-efficacy, outcome expectancy, attitude and behavioral 
intention in imitating visuals between manga and non-manga did not produce much 
difference, with both average scores were significantly lower compare to personal 
preference. However, manga did score slightly higher average means than non-manga in 
self-efficacy, outcome expectancy, attitude and behavioral intention, although the mean 
differences were not statistically significant.  
From the overall results relating readers’ tendencies in being influenced by certain 
visuals, personal preferences appear to play an important role. Readers are not only 
engrossed to any attractive visuals but also relate to their own drawing abilities and the 
feeling of enjoyment in imitating particular visuals that suitable for them.  The 
participants also acknowledged that they had been inspired from more than one particular 
artist, and found it difficult to mention only one name. In average, each participant was 
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inspired from two to three visual artists, with the possibilities that each artist influence 
particular area in their drawings. Results from the questionnaire study already suggested 
the same notion (see page 46), further confirming this finding. 
The chosen stimulus could again affect the outcome. On one hand, Naruto comic 
could be just one style compared to the vast variations of manga visual style.  Therefore 
there is high possibility that while the readers easily attracted emotionally, but to imitate 
the visuals of Naruto as the role model is a slightly different matter. On the other hand, 
Tintin comic has been too famously known for its clear-line style and realistic depiction 
of its universe (McCloud, 1999), a similar treat with manga, except for its full color 
appearance. There is also a possibility that the participants were influenced by Tintin 
comic’s iconic status among Indonesian readers, and did not produce their actual attitudes 
in the experiment. However, these arguments should be investigated by further study. 
It is interesting to note that the majority of participants (72.81%) mentioned 
visuals from various manga artists that have become their role models (Figure 7.3), which 
shows the strong influence provided by manga toward young Indonesian readers.  
7.6. Relationships within Behavioral Intention in Imitating Visuals of Manga  
To see whether there is a significant positive relation between perceived 
attractiveness and perceived easiness with behavioral intention (which consisted 
dimensions of self-efficacy, outcome expectancy, attitude and behavioral intention) in 
imitating visuals of manga as seen in the theoretical model (Figure 7.1), we conducted 
several Pearson’s product-moment correlation analyses in systematic order with manga as 
the stimulus. Because the correlation analysis only reveals relationships, while the model 
required path relationships and strength of relations between variables we then conducted 
several Regression analyses. The analyses were performed to seek the relation between: 
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(1) self-efficacy (criterion) with perceived attractiveness and perceived easiness 
(predictors); (2) outcome expectancy (criterion) with perceived attractiveness and 
perceived easiness (predictors); (3) attitudes (criterion) with self-efficacy and outcome 
expectancy (predictors); and (4) behavioral intention (criterion) with attitude (predictor). 
7.6.1. Results 
a. Pearson’s product-moment correlation  
Result for the first phase for correlation between perceived attractiveness and self-
efficacy showed that there was a moderate, positive correlation (r =.530, n = 103, p < 
.001, two-tailed).  The correlation between perceived attractiveness and outcome 
expectancy also produced moderate, positive correlation (r = .619, n = 103, p < .001, two-
tailed). For correlation between perceived easiness and self-efficacy, the result showed a 
strong, positive correlation (r = .752, n = 103, p < .001, two-tailed), while the correlation 
between perceived easiness and outcome expectancy also showed a moderate, positive 
correlation (r = .541, n = 103, p < .001, two-tailed). 
Result for the second phase for correlation between self-efficacy and outcome 
expectancy showed a moderate, positive correlation (r = .617, n = 103, p < .001, two-
tailed). Correlation between self-efficacy and attitude showed that there was a moderate, 
positive correlation (r =.434, n= 103, p < .001, two-tailed), while the correlation between 
outcome expectancy and attitude also showed a moderate, positive correlation (r = .639, n 
= 103, p < .001, two-tailed).   
Finally, result for the third phase for correlation between attitude and behavior 
intention showed that there was a moderate, positive correlation (r = .598, n = 103, p < 
.001, two-tailed). All results were statistically significant at a 1% level. This result 
showed that positive attitude would reinforce behavioral intention in imitating visuals of 
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manga (Figure 7.5). 
 
**denotes strong positive correlation; and *denotes moderate positive correlation. All results are 
statistically significant at a 1 % level. 
Figure 7.5 Correlation paths in behavioral intention in imitating visuals of manga 
b. Regression analyses  
Results using stepwise method indicated that:  
1. Perceived attractiveness and perceived easiness explained 63.3% of self-efficacy 
(R
2
= .633, F(2,100) = 86.14, p < .001). It was found that perceived attractiveness 
significantly predict self-efficacy ( = .28, p < .001), as did perceived easiness ( 
= .64, p < .001).  
2. Perceived attractiveness and perceived easiness explained 49% of outcome 
expectancy (R
2 
= .490, F(2,100) = 47.97, p < .001). Perceived attractiveness ( = .48, 
p < .001) and perceived easiness ( = .35, p < .001) significantly predict outcome 
expectancy.  
3. Self-efficacy explained 38.1% of outcome expectancy (R2 = .381, F(1,101) = 62.20, p 
< .001) and also significantly predict outcome expectancy ( = .67, p < .001). 
4. Self-efficacy and outcome expectancy explained 40.8% of attitude (R2 = .408, 
F(1,101) = 69.66, p < .001). Only outcome expectancy ( = .64, p < .001) 
significantly predict attitude.  
5. Attitude explained 35.8% of behavioral intention (R2 = .358, F(1,101) = 56.28, p < 
.001) and also significantly predict behavioral intention ( = .60, p < .001). 
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7.6.2. Discussions 
Results indicated that there were moderate positive correlation between perceived 
attractiveness and self-efficacy; perceived attractiveness and outcome expectancy; 
perceived easiness and outcome expectancy. Regressions analyses showed that manga’s 
perceived attractiveness and perceived easiness have 63.3% impact on self-efficacy, while 
providing 49% impact on outcome expectancy in imitating visuals of manga. Perceived 
easiness and self-efficacy produced a strong positive correlation, which could explain the 
strong relation between the positive experiences derived from easiness in imitating manga 
visual and self confidence. This suggests that readers find satisfaction in drawing similar 
visuals through imitating process, which then improve their self-efficacy in doing so. This 
result supports Bandura’s theory that direct experience of successfully performing a task 
as the most powerful source. 
 Correlation result between self-efficacy and outcome expectancy also produced a 
relatively high values (r = .617), which supports Stone and Henry’s (2003, as cited in 
Baker-Eveleth & Stone, 2008) argument that self-efficacy had a direct impact on outcome 
expectancy. Regression result further revealed that self-efficacy provides 38.1% impact 
on outcome expectancy. 
Interestingly, outcome expectancy produces higher correlation values toward 
attitudes compared to self-efficacy, supported by regression analysis result that only 
outcome expectancy significantly predict attitude. This suggests that imitating visuals of 
manga trigger high expectancy in increasing the quality of the readers’ drawing. They 
might not have high confidence in successfully imitating visuals of manga, but they 
believe in achieving higher drawing skills if they manage to imitate its visuals. This 
finding is also supported by the questionnaire result in which readers found themselves 
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felt satisfy whenever they managed to closely imitated their favorites manga artists’ 
drawings with higher ratings compared to their self-confidence and perceived easiness in 
imitating visuals of manga (see page 49). 
In summary, manga’s perceived attractiveness and perceived easiness positively 
affected self-efficacy and outcome expectancy among its readers. These would further 
contributed in the positive attitude and reinforce the behavioral intention to imitate its 
visuals.   
7.7. Additional Analyses 
Results so far had supported hypotheses on manga’s higher ratings on perceived 
attractiveness and significant correlation within manga’s behavioral intention in imitating 
its visuals.  However, because manga and non-manga also produced quite similar ratings 
in behavioral intentions aspects relating to the imitating behavior, we found it necessary 
to see whether there are other aspects that make Indonesian readers in significantly 
preferring manga as their role model.  
We then conducted two analyses: Pearson product moment correlation and linier 
regression analysis to see the relationship and strength of association between variables of 
non-manga stimulus. The outcomes were then compared with manga stimulus. 
7.7.1. Relationships within Behavioral Intention in Imitating Visuals of Non-manga 
Results 
Result for the first phase for correlation between perceived attractiveness and self-
efficacy showed that there was a moderate, positive correlation (r = .467, n = 103, p < 
.001, two-tailed).  The correlation between perceived attractiveness and outcome 
expectancy also produced moderate, positive correlation (r = .653, n = 103, p < .001, two-
tailed). For correlation between perceived easiness and self-efficacy, the result showed a 
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strong, positive correlation (r = .781, n = 103, p < .001, two-tailed), while the correlation 
between perceived easiness and outcome expectancy also showed a moderate, positive 
correlation. 
Result for the second phase for correlation between self-efficacy and outcome 
expectancy showed a moderate, positive correlation (r = .683, n = 103, p < .001, two-
tailed). Correlation between self-efficacy and attitude showed that there was a moderate, 
positive correlation (r = .307, n = 103, p < .01, two-tailed), while the correlation between 
outcome expectancy and attitude also showed a moderate, positive correlation (r = .392, n 
= 103, p < .001, two-tailed).   
Finally, result for the third phase for correlation between attitude and behavior 
intention showed that there was a moderate, positive correlation (r = .368, n = 103, p < 
.001, two-tailed). All results were statistically significant at a 1% level (Figure 7.6). 
 
**denotes strong positive correlation; and *denotes moderate positive correlation. All results are 
statistically significant at a 1 % level. 
Figure 7.6 Correlation paths in behavioral intention in imitating visuals of non-manga 
Results from regression analysis using stepwise method further indicated that:  
1. Perceived attractiveness and perceived easiness explained 64.4% of self-efficacy 
(R
2 
= .644, F(2,100) = 90.267, p < .001). It was found that perceived attractiveness 
significantly predict self-efficacy ( = .20, p < .001), as did perceived easiness ( 
= .71, p < .005).  
2. Perceived attractiveness and perceived easiness explained 52% of outcome 
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expectancy (R
2 
= .520, F(2,100) = 54.14, p < .001). Perceived attractiveness ( 
= .53, p < .001) and perceived easiness ( = .33, p < .001) significantly predict 
outcome expectancy.  
3. Self-efficacy explained 46.6% of outcome expectancy (R2 = .466, F(1,101) = 
88.12, p < .001) and also significantly predict outcome expectancy ( = .68, p 
< .001). 
4. Self-efficacy and outcome expectancy explained 15.3% of attitude (R2 = .153, 
F(1,101) = 18.31, p < .001). Only outcome expectancy ( = .39, p < .001) 
significantly predict attitude.  
5. Attitude explained 13.5% of behavioral intention (R2 = .135, F(1,101) = 15.80, p < 
.001) and also significantly predict behavioral intention ( = .37, p < .001). 
7.7.2. Result comparisons between Manga and Non-manga 
Results 
Both comparisons of correlation and regression results showed that while non-
manga excelled on relationships within perceived attractiveness, perceived easiness, self-
efficacy and outcome expectancy, it produced lower correlation values of relationship 
concerning attitude and behavioral intention in imitating visuals compared to manga. In 
fact, the values involving attitude and behavioral intention were much smaller, even less 
than half of manga’s values (Table 7.5).  
Results on manga stimulus revealed: 
1. The proportion of variance in attitude which is accounted for by self-efficacy and 
outcome expectancy together is 41.10%. 
2. The proportion of variance in behavioral intention which is accounted for by attitude 
is 35.80%. 
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3. Both R2 values (.411 & .358) showed large effect size. 
Results on non-manga stimulus revealed: 
1. The proportion of variance in attitude which is accounted for by self-efficacy and 
outcome expectancy together is 15.60%. 
2. The proportion of variance in behavioral intention which is accounted for by attitude 
is 13.50%. 
3. Both R2 values (.156 & .135) showed medium effect size. 
Table 7.5 Regression analysis results between manga and non-manga 
Relationships within variables Manga Non-manga 
r R
2
 F r R
2
 F 
Self-Efficacy* with Perceived 
Attractiveness** and Perceived 
Easiness**  
.795 .633 86.14 .802 .644 90.27 
Outcome Expectancy* with 
Perceived Attractiveness** and 
Perceived Easiness** 
.700 .490 47.97 .721 .520 54.14 
Outcome Expectancy* with Self-
Efficacy**  
.617 .381 62.20 .683 .466 88.12 
Attitude* with Self-Efficacy** and 
Outcome Expectancy**  
.641 .411 38.84 .395 .156 9.27 
Behavioral intention* with 
Attitude**  
.598 .358 56.28 .368 .135 15.80 
*Criterion  **Predictors   All results are statistically significant at a 1 % level. 
7.7.3. Discussions on additional analyses 
Result analysis of correlation aspects of behavioral intention scales of non-manga 
produced un-hypothesized result in addressing the tendency of imitating visuals between 
manga and non-manga.  While the correlation aspects within perceived attractiveness, 
perceived easiness, self-efficacy and outcome expectancy produce high values in the 
same trend as manga, with some values even higher than manga’s values, however they 
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do not produce high values in attitudes and behavioral intention (all r values are under .40, 
producing a medium effect), therefore do not enforce them as strong as manga does.   
Regression analyses conducted to further investigate the strength of relationship 
within attitude and behavioral intention between manga and non-manga support the 
correlation analyses’ findings. While non-manga produced higher R2 values within 
perceived attractiveness, perceived easiness, self-efficacy and outcome expectancy 
compare to manga; but in contrast the values involving attitude and behavioral intention 
were also a lot smaller than manga. The produced F values also showed similar results. 
This suggested that the strength of association within attitude and behavioral intention in 
imitating visuals of non-manga is not as strength of association produced by manga.  
On one hand, this could mean that while readers produce positive experience in 
imitating visuals of non-manga but it does not affect much in their attitude and behavioral 
intention to do so. On the other hand, visuals of manga indeed produce constantly high 
arousal, continually enforcing positive attitude and behavioral intention to imitate its 
visuals.  Because within certain conditions attitude would strongly influence behavior, 
these findings provide additional explanations on why imitating visuals of manga has 
become the dominant behavior among Indonesian youths. 
7.8. Summary 
 In term of perceived attractiveness with measurement of arousal, engagement, 
parasocial interaction, inspiration, social presence, spatial presence and emotional 
response aspects, manga stimulus produced significantly higher ratings compare 
to non-manga. This revealed that Indonesian readers found manga to be more 
attractive and simulating, which explained its phenomenal impact in Indonesia.  
 In term of perceived easiness in imitating the visuals, Indonesian readers 
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considered manga as more difficult to imitate, although it is also revealed that 
more participants had already tried to draw with manga style.  
 Behavioral intention aspects between manga and non-manga showed no 
significant differences, while personal preference produced the highest score. This 
result suggested that the decision in choosing role models in imitating visuals 
seems very personal and related toward personal drawing ability and enjoyment in 
imitating suitable visuals/styles. However, the majority of participants 
acknowledged various manga artists as their role models in developing their 
drawing styles.  
 Path analyses on relationship between aspects of behavioral intention in imitating 
visuals of manga showed significant correlation and effect size. It showed that 
manga’s perceived attractiveness and perceived easiness positively affected self-
efficacy and outcome expectancy among its readers. These would further 
contributed in the positive attitude and reinforce the behavioral intention to imitate 
its visuals.   
 While path analyses on relationship between aspects of behavioral intention in 
imitating visuals of non-manga showed similar results in comparison with manga, 
the correlation aspects and strength of relationships within attitude and behavioral 
intentions in imitating visuals of non-manga were lower than manga. It is 
suggested that positive experiences in imitating visuals of non-manga do not 
trigger strong attitude and behavioral intention among Indonesians to do so. In 
contrast, manga produces consistent high arousal, continually enforcing positive 
attitude and behavioral intention in imitating its visuals.  
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 CHAPTER 8 CONCLUSIONS AND RECOMMENDATION 
8.1. Conclusions 
The study was triggered by the lack of empirical evidences regarding the 
phenomenon of imitating visuals of manga among young Indonesians. The most common 
explanation is that readers find enjoyment in reading manga, then start drawing by 
imitating its visuals and finally get captivated, decided to make manga as their main 
visual inspirations, without any further explanations. Because the phenomenon derived 
from the effects triggered by a visual media (in this case is the medium of manga) toward 
the behavior of its audiences, a thorough investigation from design psychological 
perspective in order to elicit the audiences’ subjective evaluation to explain their 
perception and behavior is worth to perform. 
The phenomenon reflects the relationship between the powers of visual media in 
influencing the audiences, the perception process and behavior change, bridging between 
unconscious and conscious mind, and emphasizing in the importance role of emotion in 
media acceptance. Therefore, study to investigate this phenomenon is worth to perform. It 
also seeks to provide scientific explanations on the capability of Japanese manga in 
affecting its readers through the field of cognition.  Three main research questions are 
then developed as the core of this study. They are based on the arguments that reading 
manga triggers positive emotional arousal among its Indonesian readers, who perceive 
manga as very attractive. This perceived attractiveness further engages readers in liking 
and deeply attached with manga; and their strong emotional attachment toward manga 
enforces their intention to imitate its visuals as way of improving their drawing skills.  
This thesis explored the relationship between manga’s perceived attractiveness 
and shaping behavior among Indonesian youths in imitating its visuals, by looking at how 
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readers evaluate the visuals and impact produced between manga, non-manga and 
personal preference toward their behavior. First we conducted a questionnaire study to 
obtain initial circumstances on Indonesians perception toward manga. Then we 
constructed a theoretical model to determine the aforementioned relationship and utilized 
it in an experiment design as the second study, with theoretical supports from previous 
studies on manga attractiveness and behavior change. 
The thesis concluded that the theoretical model has successfully answered the 
research questions and hypotheses, although partially. First, the appeal factors of manga 
lies on its perceived attractiveness, perceived easiness in imitating the visuals, perceived 
similarity between manga’s themes and stories with readers’ life experience, perceived 
factuality within manga’s content. Second, manga’s perceived attractiveness has a 
significant contribution in inducing the strong emotional relation developed toward 
Indonesian readers.  It also produced scientific supports toward arguments on manga’s 
ability in creating strong feeling of immersion toward its readers (Allen & Ingulsrud, 
2008; Cohn, 2007; Ingulsrud & Allen, 2009; McCloud, 1996, 1999, 2006; Natsume, 2010; 
Schodt, 1986). 
Third, perceived attractiveness along with perceived easiness in imitating similar 
visuals positively affected self-efficacy and outcome expectancy among its readers. These 
would further contributed in the positive attitude and reinforce the behavioral intention to 
imitate its visuals.  The model also revealed interesting findings that manga produces 
consistent high arousal and continually enforcing positive attitude and behavioral 
intention in imitating its visuals. This feature, however, is not occurred on non-manga 
stimulus. This may help explain the reasons that while young Indonesians also opened for 
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various visual influences, visuals of manga still become the main role model due to the 
ability to trigger strong positive attitude and behavioral intention in imitating its visuals. 
The experiment for measuring perceived attractiveness showed more reliable 
outcomes since there were several previous studies used as references, most notably study 
by McCloud (1999, 2006), Konijn and Hoorn (2005); Jones (2008); Busselle and 
Bilandzic (2009); and Natsume (2010). Several studies even enlisted or developed the 
measurement scales such as telepresence scale (Lombart and Ditton, 2007); transportation 
scale (Green and Brock, 2000) and narrative engagement (Busselle and Bilandzic, 2009), 
providing comprehensive references in developing the measurement for this study. In fact, 
it includes more complete dimensions in measuring emotion, by elaborating arousal, 
inspiration, parasocial interaction, engagement, social presence, spatial presence and 
emotional response. Therefore, we are confident that the method developed for this study 
is able to elaborate a more comprehensive measurement. 
On the other side, we also faced with inconclusive results in confirming two 
hypotheses related to perceived easiness and behavioral intention aspects in imitating 
visuals of manga and non-manga, which indicate the study’s limitation. Further 
explanation regarding these results is discussed in the Limitation and Future Propositions 
part.  
Other aspect that incurred at some point of the study is the role of readers’ social 
peer and social aspect. Following the social cognitive theory, social modeling provides 
important aspect in behavior change. People are motivated by the success of others who 
are similar to themselves (Bandura, 2001). Since the behavior of imitating visuals of 
manga had impacted vast number of young Indonesians, they could act as the success 
sample of social modeling to others. The notion of strong social relation among 
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Indonesians could also provide as another aspect. Results have suggested that social peer 
do influence readers’ interaction and relationship with manga (see chapter four). 
However, this study does not look further toward these issues.  
As one of an exploratory study in term of investigating the effects of manga 
through the perspective of design psychology, we also emphasize on the importance of 
developing more robust studies on manga and other visual media to explore and to 
understand more in their capability in influencing their audiences. As this thesis has 
shown, there are still many areas to explore which is still challenging for future studies. 
We believe that manga and other popular visual media deserve more academic 
appreciations.  
8.2. Limitations and Future Propositions 
While the overall study produced quite comprehensive results, it still has several 
limitations which explain two unsupported hypotheses. Therefore, through reflections 
during the course of the study, we have identified several limitations as follows. 
The first limitation relates to online questionnaire method performed on the study 
one. The nature of online questionnaire in which respondents are reading through a 
computer monitor rather than a real comic book could affect their reading experiences. A 
comic is a hand held media and it has been suggested that the control user had on hand-
held media increases the sense of immersion (Jones, 2008, p. 227).  However, the habit of 
Indonesian readers (especially those with access to the internet, as the main respondents 
for the questionnaire) in reading the scanned-version (scanlation) of Japanese manga 
should be put into consideration.  Scanlation is the online version of popular manga, 
scanned page by page, translated mostly into English by amateurs and uploaded through 
the internet.  
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The online questionnaire also limits the respondents into manga readers whom 
have access to the internet. However, judging from the present condition that online social 
networking as being the important part of young Indonesians, we assume that the 
questionnaire manages in obtaining results from a representative population of young 
Indonesian manga readers.   
The second limitation is on visual stimuli utilized in the experiment from both 
study one and study two. The visual stimuli for the study one mostly consisted of only 
one page depicting specific scenes rather than a complete book, which could also produce 
different experience as they are not representing a complete reading experience. Another 
limitation is that respondents only evaluate one type of visual from manga; therefore the 
results are only one-sided.  
The visual stimuli utilized in study two for measuring behavioral intention aspects 
also did not produce the intended result. As has been discussed in the experiment’s 
method, the visual stimuli utilized for this study were carefully considered prior to 
selection. However, it clearly transpires that utilizing only one comic book title to 
represent each category is not sufficient. The ‘liking’ and ‘favoritism’ factors seem to be 
more dominant and personal in choosing the role models for the imitation process. The 
readers also have the tendency of fusing influences from more than one visual source, 
based on the preference of their own liking and suitability in their own way of drawing. 
Moreover, the chosen stimuli of both manga and non-manga (Naruto and Tintin) could 
not be generalized as the real representation for each respective category. Therefore we 
strongly recommend the utilization of more than one stimulus to represent each condition 
(manga and non-manga comic books) in future studies to produce more valid and reliable 
results. 
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The third limitation relates to the behavioral intention questionnaire utilized in the 
experiment stage. The items to evaluate participants’ perceived easiness in imitating 
visuals only consisted of three questions, while the total items of behavioral intention 
questionnaire itself consisted of fifteen items for evaluating five constructs. These 
conditions could result in the incomplete assessment of the overall experience to evaluate 
the degree of behavioral intention in imitating the visual stimuli. 
This limitation could be resulted from the fact that there were very few previous 
studies in the field of cognition, human behavior and media influence to use as references 
in developing experiment method and measurement apparatus. Quantitative studies on 
popular culture influence on individual drawing (Chen, n.d.; Toku, 2001a, 2002) mostly 
were aimed to seek evidence of the presence of the influence through visual analyses by 
looking into the drawings their selves and seldom on the individual’s cognitive process 
and behavior. This lack of references could affect the questionnaire’s development; hence 
the results only partially supported the hypotheses. On the other side, it unexpectedly 
produced un-hypothesized findings through additional analyses. So, it is strongly 
suggested that the behavioral intention questionnaire still needs further improvement, 
especially in developing the measurement items for its five constructs to achieve more 
comprehensive results.  
Another proposition relates to the nature of behavior in imitating of visuals itself, 
in which the participants are actually doing the activity of drawing.  In measuring 
behavioral intention in imitating visuals from particular stimuli, participants filled out the 
self-report based on their judgment by looking at the stimuli. Therefore, there is a 
possibility that they will provide more sensible evaluation after practicing to imitate 
visuals of that particular stimuli rather than assessing their ability by only looking toward 
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it. Moreover, the study also employed one stimulus (readers’ personal preferences) which 
based on the participants’ previous experiences without real on-hand stimulus. This could 
also produce different results of stimuli’s perception and evaluation. 
Nonetheless, this study is exploratory in nature that focuses on an existing 
phenomenon. It seeks Indonesian young readers’ perception toward Japanese manga (as 
design artifact) and how the perception affects their behavior in imitating manga visual 
(utilizing design psychological perspective). It also provides empirical evidences on 
manga’s advantages in producing higher degree of immersion and sense of participation, 
further supporting previous studies (Ahmad, 2007; Ahmad & Zpalanzani, 2009; McCloud, 
1996, 1999, 2006; Natsume, 2010; Schodt, 1986) on comic’s and manga’s perception. 
By confirming the role of manga’s perceived visual and emotional attractiveness 
as the major aspects behind its immediate acceptance and the subsequent impacts among 
Indonesian readers, it opens for new directives in the field of cognition and sequential art. 
Future studies could be aimed at identifying the attributes and elements of manga’s 
visuals attractiveness and the distinctive differences between genres of manga or other 
comics in general and their particular effects on the readers/audiences.  Furthermore, the 
results obtained from this study could be used as the basis for further research related to 
the field of design psychology and visual media.   
Following the reliability of the scale in measuring the perceived attractiveness 
when reading manga, this study claims that the method could be utilized for study in the 
relation between visual sequential media and emotion. Elaborating the findings from such 
kind of researches (for example the reasons behind manga’s phenomenon) would give 
benefit in developing and maturing visual storytelling techniques, especially among 
Indonesian comic artists.  
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In the end, this thesis proposes the method of eliciting participants’ subjective 
perceived attractiveness and behavioral intention along with a theoretical model to 
explore the reasons behind emerging interests and behavior toward particular visual 
cultures. Hopefully this thesis would produce some lasting values.  
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APPENDIX A: Study One Questionnaire 
Thank you very much for agreeing to complete this questionnaire. The time required to complete 
this questionnaire is approximately 20 minutes. 
The questions on these pages ask about your personal opinion regarding Japanese manga.  
Therefore, the term ‘manga’ mentioned through this entire questionnaire specifically refers to 
Japanese manga (whether it is original Japanese version or the translated version).  
There are no right or wrong answers, please simply give your first impressions based on your 
personal experience on interacting with manga.  Please answer all the questions as accurately as 
possible. 
Please click on the responses that best represent your answers.  Some questions would require 
you to write down your answers, and please do so with short and clear descriptions.  As some 
questions with an asterisk (*) relate to the previous question, they are required to be answered if 
it fits to the criterion mentioned. All of your responses will be kept strictly confidential. 
You are not obligated to complete this questionnaire.  If you want to quit while filling out the 
questionnaire, please do so by clicking the “Exit from this questionnaire” button on the right-top 
of the page. 
Please fill in your demographic information at the beginning of this questionnaire.  The 
information is needed solely for analyzing purposes and would be kept strictly confidential. 
The following questions relate to your demographic information.  Please answer with the 
appropriate responses. 
Your gender:  Male  Female 
Your age: 
Years old 
The city you are living: 
 
Your occupation: 
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1. How many titles of manga you read in average each month? 
 1 2-3 4-5 More than 6 
2. How long have been you reading manga? 
 Less than 6 month 6-11 months  1-2 years More than 3 years 
3. Do you read manga regularly? Yes No 
4.  How often do you read manga each week? (Including every manga you read in a week, not 
just a particular title). 
 1-7 times 8-14 times 15-21 times More than 21 times 
5. How is your first introduction to manga? 
 Deliberately looking for manga by yourself 
Being informed through other media 
 Introduced through friends/others 
 Encounter manga accidentally 
 Others (please describe)  
6. Do you read manga because some of your friends/relatives also read it? Yes No 
7. Please explain the reason why you like manga? 
 
8.  Please list the title of your favorite manga (List as many as you want. Separate each title with 
a coma). 
 
9. What kind of manga do you like? (More than one answer is permitted) 
 Action adventure 
 Romantic drama 
 Sports 
 Science fiction 
Slice of life 
Horror 
Detective 
Comedy 
Fantasy 
 Others (please describe)  
10. Which part of manga do you find the most attractive? 
 Visual  Content  Others (please describe) 
11.  According to your personal opinion, what is the meaning of ‘manga style’? 
 
 
 
 
 
 
 
108 
 
12. Do you find that manga has attractive visualization?  Yes No 
13. (*) If you think that manga has attractive visual, which part of manga’s visual do you find the 
most attractive? (More than one answer is permitted. Please see the pictures below to get 
clear description about each available answer). 
 Iconic character 
 Background drawings 
 Paneling and layout arrangement 
 Subjective motion 
 Emotionally expressive effects 
 A broad variety of character designs 
 Small real world details 
 Others (please describe)  
 
From left to right: iconic character design, background drawings, paneling and layout 
arrangement, subjective motion, emotionally expressive effects, a broad variety of character 
design and small real world details. 
14.  Are there any factor beside the visual and story that make you want to read manga? Please 
describe them if any (List as many as you wants).   
 No 
 Yes (please describe)  
15. Are there any parts in the characters’ visual that attract you the most?  Yes No 
16.  (*) If you think that the visualization of manga character is attractive, please give your brief 
description. 
 
17.  Based on your experience, how do you describe your feeling after reading manga? Please 
choose the following words that suit to your expression.  You may choose more than one. 
  Annoyed Charmed Uncomfortable  Melancholy Calm 
  Cheerful Satisfied Angry   Pleased  Frustrated 
   Nervous Sad  Excited   Gloomy  Wonderful 
  Happy   Confused  Emotional  Distracted  Vigorous  
  Boring  Frightened Marvelous  Amusing Inspired 
  Other (please explain) 
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18. Do you think that manga’s visual from various manga titles have a common similarity? 
  Yes No 
19.  (*) If you think that there is a common similarity within various manga, please give a short 
explanation about what the similarity among manga.  
 
20.  Do you read comics other than manga?  Yes No 
21.  (*) If you read other comics than manga, what comics do you read? (More than one answer 
is permitted) 
 Indonesian comics 
 American comics 
 European comics 
 Hong Kong/Chinese comics 
 Korean comics 
 Others (please describe)  
22.  Please list the title of your favorite comics other than manga (List as many as you want. 
Separate each title with a coma). 
 
23.  Do you feel that manga is different than other comics? Yes No 
24.  (*) If you thought that manga is different than other comics, which part of manga do you 
think makes the greatest differences? 
 Visualization (character design, background, special effects) 
 Content (Theme, story) 
 Layout arrangement 
 Others (please describe)  
25. In your opinion, based on manga’s visual, what aspect that makes manga different than 
other comics? (More than one answer is permitted) 
  Character design 
  Background drawing 
  Special effects 
  Word balloon and sound effect 
  Others (please describe)  
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For the following questions, you are asked to rate the visualization within a particular scene 
within manga.  To give a complete description, each of questions is accompanied by a sample of 
a particular scene.  Based on that scene, or other similar scene based on your experience in 
reading manga, please rate according the question.  The rating uses scale from 1 (not at all) to 7 
(very much).  
 
26.  By looking to a scene such as described above, do you feel that you are being part of the 
story? 
Not at all 1 2 3 4 5 6 7 Very much 
  
27.  By looking to a scene such as described above, could you also feel the same emotional 
feeling felt by characters within a story of manga? 
Not at all 1 2 3 4 5 6 7 Very much 
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28.  By looking to a scene such as described above, do you easily identify yourself with some 
characters in the manga you are reading? 
Not at all 1 2 3 4 5 6 7 Very much 
 
29.  By looking to a scene such as described above, can you feel like you are being in the same 
location as the characters by looking at the background drawing? 
Not at all 1 2 3 4 5 6 7 Very much 
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30. By looking to a scene such as described above, do you feel that you are participating within 
the action described in it? 
Not at all 1 2 3 4 5 6 7 Very much 
 
31.  By looking to a scene such as described above, could you understand what the character is 
feeling by looking into his/her eyes? 
Not at all 1 2 3 4 5 6 7 Very much 
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32.  Do you find a particular scene depict in a manga that somehow connects to your everyday 
life? 
  Not at all 1 2 3 4 5 6 7 Very much 
33.  Do you also like to draw?  Yes No 
34.  (*) If you also draw, do you find your drawing imitates the manga’s drawing?       Yes      No   
35.  If your drawing imitates the manga’s drawing, could you give the main reason why? Please 
give your brief description. 
 
36.  Do you find drawing using the manga’s style as something that is easy to perform with? 
Not at all 1 2 3 4 5 6 7 Very much 
37.  Do you particularly imitate/inspired by the style of particular manga artists?      Yes      No 
38.  (*) If you do, then please name the artist that most inspire you.  
 
39.  Why the artist’s drawing attracts your attention so much? Please describe shortly your 
reason. 
40.  Do you find satisfaction in imitating your favorite artist’s style? 
Not at all 1 2 3 4 5 6 7 Very much 
41. Do you find confidence in the process of imitating manga style? 
Not at all 1 2 3 4 5 6 7 Very much 
42.  Do you think you will continue using the style in your drawing? Yes No 
43.  Do other artists other than manga artists also influence your style of drawing? If it is, please 
name the artist. 
44.  Do you find the artist’s influence (please refer to question no. 43) is greater than the 
influence you get from your favorite manga artist?    Yes No 
45. Do your fond of manga also relate to your interest toward Japan?   Yes   No  
46. If it is associated to the interest toward Japan, please give a short description regarding 
that? 
  Culture and tradition  Language 
  History    Food and eating behavior 
  Daily life   Job and occupation 
  Technology   Others (please explain) 
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47. According to your self, what does ‘manga’ really mean to you? 
 
This concludes the questionnaire.  Thank you very much for your participation.  We really 
appreciate your participation. 
For further inquiry and questions regarding this questionnaire, please contact: 
Hafiz Aziz Ahmad 
Design Psychology Unit  
Department of Design Science, Graduate School of Engineering  
Chiba University, Japan 
E-mail: hafiz@graduate.chiba-u.jp 
 
Note: 
The original online questionnaire had been uploaded at: 
https://www.surveymonkey.com/s/aboutmanga 
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APPENDIX B: Study Two Questionnaires 
1. Questionnaire for Perceived Attractiveness for Manga and Non-manga 
Thank you for participating in this experiment. 
The questions in this questionnaire are aimed to obtain information regarding your experience 
toward the comic you have just read. There are no right or wrong answers, just give your first 
impression toward each question and answer it as accurately as possible.  Please respond 
according to what you just experienced and not on your knowledge upon the comic you just read.   
Please rate your answer using 1 to 7 scales. Please notice that each scale has its own description. 
The lower the number, the more it represents the description on the left side. The larger the 
number, the more it represents the description on the right side. Please choose the respond that 
mostly represented your answer. 
Please circle on the statement that best represented your answer.  All of your responses would be 
kept confidential. 
What is the title of comic you just read?  
1.  How much did you like the comic you just read? 
  Not al all 1 2 3 4 5 6 7 Very much 
2.  Do you feel a high emotional attachment toward the characters in the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
3.  To what extent did you feel that you are being part of the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
4.  To what extent did you feel the same emotional feeling felt by the characters in the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
5.  Do you find yourself easily identify your self with the characters in the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
6.  Do you find your self being in the same location as the characters by looking at the 
background drawings? 
  Not al all 1 2 3 4 5 6 7 Very much 
7.  Do you feel that you are also participating within the actions described in the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
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8.  Do you find your self able to understand what the characters are feeling by looking into 
his/her eyes? 
  Not al all 1 2 3 4 5 6 7 Very much 
9.  Do you feel the story from the comics that you have just read also provide inspiration/passion 
in your daily life? 
  Not al all 1 2 3 4 5 6 7 Very much 
10. Do you found your self attracted to the way the characters were drawn visually? 
  Not al all 1 2 3 4 5 6 7 Very much 
11. While reading the comic, how well were you able to observe the facial expressions of the 
people you saw? 
  Not al all 1 2 3 4 5 6 7 Very much 
12. While reading the comic, how well were you able to observe the body language of the 
people you saw? 
  Not al all 1 2 3 4 5 6 7 Very much 
13. Do you feel motivated by what happened to the main characters in the story in this comic? 
  Never  1 2 3 4 5 6 7 Always 
14. How often did you feel empathetic in responses to someone you saw in the comic you just 
read?  
  Never  1 2 3 4 5 6 7 Always 
15. Do you find the story you just read relate to your personal experience? 
  Not al all 1 2 3 4 5 6 7 Very much 
16. Is the small details (such as clothing accessories, everyday objects) displayed in this comic 
makes it easy to get into the location described in the story? 
  Not al all 1 2 3 4 5 6 7 Very much 
17. Do the visualization of the characters in this comic represent your liking and visual 
preferences? 
  Not al all 1 2 3 4 5 6 7 Very much 
18. Do you feel to move along together with the characters within the action scene from this 
comic? 
  Not al all 1 2 3 4 5 6 7 Very much 
19. Do you feel you know personally on one or more characters in this comic? 
  Not al all 1 2 3 4 5 6 7 Very much 
20. How often do you feel emotionally connected with the characters in this comic? 
  Not al all 1 2 3 4 5 6 7 Very much 
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21. Please give your rating of the comic you just read to express your reading experience.  
“How deep do you feel the following feelings after reading this comic?” 
 Very Quite Slightly Undecided Slightly Quite Very  
Happy 1 2 3 4 5 6 7 Sad 
Boring 1 2 3 4 5 6 7 Amusing 
Apathetic 1 2 3 4 5 6 7 Spirited 
Satisfied 1 2 3 4 5 6 7 Unsatisfied 
Phlegmatic 1 2 3 4 5 6 7 Emotional 
Ordinary 1 2 3 4 5 6 7 Amazed 
 Very Quite Slightly Undecided Slightly Quite Very  
Impressed 1 2 3 4 5 6 7 Unimpressed 
Static 1 2 3 4 5 6 7 Dynamic 
Not excited 1 2 3 4 5 6 7 Excited 
Inspired 1 2 3 4 5 6 7 Uninspired 
22. Have you ever read this comic/series of comics before? 
a. Yes  b. No 
23. If you have, then how many titles of this comic/series of comics have you read before?  
a. None  c. 5-9   e. 15-19 g. More than 25 
b. 1-4  d. 10-14  f. 20-24 
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2. Questionnaire for Behavioral Intention for Manga and Non-manga 
The questions below are aimed to obtain information regarding the influence/inspiration from 
the style of illustration of the comic you just read with your own development in your drawing 
style.  Please read each statement carefully and give your opinion whether you agree or not 
agree with the statement. Please rate your answer using 1 to 7 scales 
Please circle on the statement that best represented your answer.  All of your responses would be 
kept confidential. 
1.  It is easy for me to become proficient with by making this comic’s visual style as 
inspiration/influence. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
2. I have the capabilities required to draw illustrations follow the style of this comic. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
3. I feel the visual style of this comic is very interesting and in accordance with my abilities and 
liking. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
4.  I have adapted (been inspired by) the visual style of this comic into my own style of drawing. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
5. I felt drawing with visual style from this comic is a relatively easy thing to do or follow. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
6. I felt that I am able to imitate the visual style of this comic well and proficiently. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
7. Inspiration from this comic’s visual style will make my drawing skills improved and become 
better. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
8. Inspiration from this comic’s visual style will improve the quality and skill in my drawing 
ability, especially in drawing characters. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
9 Inspiration from this comic’s visual style will make me more comfortable and enjoyable in 
drawing, especially in drawing objects that I like. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
10. I think adapting the style of illustration that is similar to the style of this comic will make my 
illustrations much better. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
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11. Drawing inspired by the style of this comic is only a waste of time. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
12. To produce images with quality approaching or even exceeding the image of this comic is 
something enjoyable. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
13. Drawing inspired by this comic did not produce much effect in improving my drawing skills in 
achieving the level that I want.   
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
14. I intend to continue improving my skills in drawing using the style of this comic as inspiration 
to achieve the skills I want. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
15. I intend to continue to follow the works of this comic’s artist as a source of inspiration and 
ideas in how to improve my drawing skills. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
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3. Questionnaire for Behavioral Intention for Personal Visual Preferences 
Which of the following things that give the most inspiration or affect your style of 
illustration/drawing so far? Please also describe the name of comics or artists/illustrators that 
influence you the most.  
a. American comics  
b. European comics  
c. Japanese comics   
d. Other comics         
e. My illustration style is mostly influenced by other sources beside comics  
 
The questions below are aimed to obtain information regarding the influence/inspiration from 
the style of illustration of the comic you just read with your own development in your drawing 
style.  Please read each statement carefully and give your opinion whether you agree or not 
agree with the statement. Please rate your answer using 1 to 7 scales 
Please circle on the statement that best represented your answer.  All of your responses would be 
kept confidential. 
1.  It is easy for me to become proficient with by making this comic’s visual style as 
inspiration/influence. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
2. I have the capabilities required to draw illustrations follow the style of this comic. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
3. I feel the visual style of this comic is very interesting and in accordance with my abilities and 
liking. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
4.  I have adapted (been inspired by) the visual style of this comic into my own style of drawing. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
5. I felt drawing with visual style from this comic is a relatively easy thing to do or follow. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
6. I felt that I am able to imitate the visual style of this comic well and proficiently. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
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7. Inspiration from this comic’s visual style will make my drawing skills improved and become 
better. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
8. Inspiration from this comic’s visual style will improve the quality and skill in my drawing 
ability, especially in drawing characters. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
9 Inspiration from this comic’s visual style will make me more comfortable and enjoyable in 
drawing, especially in drawing objects that I like. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
10. I think adapting the style of illustration that is similar to the style of this comic will make my 
illustrations much better. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
11. Drawing inspired by the style of this comic is only a waste of time. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
12. To produce images with quality approaching or even exceeding the image of this comic is 
something enjoyable. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
13. Drawing inspired by this comic did not produce much effect in improving my drawing skills in 
achieving the level that I want.   
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
14. I intend to continue improving my skills in drawing using the style of this comic as inspiration 
to achieve the skills I want. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
15. I intend to continue to follow the works of this comic’s artist as a source of inspiration and 
ideas in how to improve my drawing skills. 
 Strongly disagree 1 2 3 4 5 6 7 Strongly agree 
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4. Questionnaire for Participant’s Identity and Stimuli Interaction History 
Name: 
Gender:   Male / Female 
Age :                  years old 
Affiliation:   
Place of living:   
Interaction experience with comics 
1.   How long have you been reading comics? (Apply to all genres of comics, not just a particular 
one only).  
 a. Less than 6 months   c. 1 to 2 years 
 b. 6 -11 months    d. More than 3 years 
2.  Please name your favorite comic book’s titles:  
     ___________________________________________________________________________ 
     ___________________________________________________________________________ 
    ___________________________________________________________________________ 
3.  How much time do you allocate in average to read comics each day? 
      a. Less than 30 minutes   c. 1 to 2 hours 
 b. 30 -45 minutes    d. More than 3 hours 
4.  What is the title of the comic book you read first in this experiment?      
 
5.  What is the title of the comic book you read second in this experiment? 
      
6.  How do you rate your liking toward the first comic you read in this experiment? (Please refer 
to your answer for question no. 4). 
  Not at all 1 2 3  4 5 6 7 Very much  
7. How do you rate your liking toward the second comic you read in this experiment? (Please 
refer to your answer for question no. 5). 
  Not at all 1 2 3  4 5 6 7 Very much  
Thank you for your participation. We really appreciate it 
 
 
 
 
 
 
